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Learn to type with 
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THERES A RAT IN ATARI... 


...AND WITH TWO GREAT 
NEW GAMES FOR 1987! 


ROBOT KNIGHTS 

Mad genius Evil Otto^ escapes from Futureworld 
into the past. Your Robot Knights follow hini and 
must find his laboratory and destroy the monster 
he has constructed before time runs out. You* 11 
have to fight off the guardian zombies who will 
attack you with fireballs as you progress through 
all the dungeons and chambers of the Castle 
Klang. For one or two gamers with simultaneous 
two player action with or against each other 1 

Disk 9.95 Tape £7.95 


IN YOL R FAVOl RITE SOFTWARE SHOP 
DISC VERSIONS FROM JANUARY lOliLTAPF 
FROM JANUARY 17TH or direct from 
RED RA I SOF^^^ ARE (Dept. PCW). 11-15 Fi 


CRUMBLE^S CRISIS 

Dozens of alien Fuzzie*s have escaped from the 
inter-galaclic zoo^ You have to search all five 
levels of the multi verse to find and snare the 
Puzzles in your containment traps. There arc 
many perils and dangers ahead... 
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The Poll 


• • • 


It has been inieresting glancing at your comments on the 
Readers Poll cards abtiut what you would like to see in the 
magazine:^ even though I have nt>t had a chance to kn’tk ai 
them fully. What comes out clearly is how subjective many 
people are, with the expected comments of icss ST coverage’ 
c?r ‘more ST coverage’ and "less games listings' or "more 
games listmgsb A number of readers went the whole way and 
asked us ti> drop all SI” or 8 bit coverage depending on their 
own systems. ’W'hai we were really linking for were sugges¬ 
tions for specific articles and programs and there were indeed 
plenty of those, but the ‘'more less' comments proved how' 
very difficult it is to be objective. Everyone is coloured to 
some extent by their ow^n likes and dislikes, even if they are 
pniducing work for others, and it brought home just w^hat a 
difficult job It is to review^ software and get together a balance 
of articles in a magazine to suit all tastes. I have in past issues 
included several programs that did not particularly interest 
me personally, although judging from the vtitcs in the readers 
poll, getting a wide cross-section of articles and programs is 
the right thing to do and I hope that w^e have been objective in 
the past and can remain so in the future. 

One comment made by several readers was that w^e 
should drop all the long program listings because 'nobody 
bothers to type them in' but I can assure you that they do! 
Aside from the fact that we are the only magazine in this 
country willing to print really long listings, many readers find 
them instructing and even a challenge. Often I have tried to 
help someone who is stuck with a listing and when I can’t 
suggest any mtire w^ays round a problem, 1 may suggest that 
the reader buys a copy of the appropriate issue disk with the 
program ready to run. Most readers decline this, not because 
of the cost, but because they want to get it right themselves. 
Typing a long listing correctly and getting it to run as 
intended is a challenge in itself, almost as challenging as writ¬ 
ing your own programs, and for many people it is satisfaction 
enough. Additionally, typing in and debugging program list¬ 
ings is the best way to learn how' to program yourself, that’s 
how' I learned and so did many others. So, the long program 
listings will continue as long as you send them ini 

Next issue I wdll bring you a run^dowm of the comments 
in the survey, and the results of the Readers Poll, so that 
anyone itching to write an article for us might be inspired 
with ideas. In the meantime I wdll leave you with one 
comment on the surv^ey form w^hich really had me puzzled. 
‘No 8-bit items and less ST'lt! Now that would be really easy! 


COMPUTE-A-WIN - MKII 


- By Popuiar Demand - now also on DISK - 
- now includes "Horses for Coiirsn' - 
2 COMPLETE PROGRAMS FOR THE PRICE OF 1 
Prog. A - FLAT RACING 
Prog, B - N/HUNT RACING 
Each program covers all tracks in England & Scotland 
Each self contained program allows choice of 
1. QUICK selection - using any daily newspaper (no racing 
knowledge required) 

2 SPECIALIST selection - using information given in a popular 
"Racing' paper e.g. paST form, weight carried, stale of track, 
trainer/ jockey ratings speed ratings, draw position etc. 

CASSETTE r- £6.95 i 400/600/800 ^ ^ 

DISK:- £9.95 ! XU130XE 

LOWMAC SOFTWARE 

L MOORE AVENim-DUNST ON-GATESHEAD NEll »UE 


COVRSEWlNNERvs 

T HE. WIH HJtS-COhiruTmi FKQCBAM and. occdsiorialpiuiftvra ■little. 

Yom can ■dd leet tout unkpit wimubd syat^m by ■djiiaung Ihe 

Kulytu fanruU, or ucf- Ui* ptogfjur in simple mod*. Ctmiwwuiiwr VS ii*mi 
flotiBtical an*ly»i»o( inajor tadon iiuqiudaftfl past foini. spwl rtllnfla, anuse 
prize monoTi wvighE. gding, traiiwr zivd font) elc, «to. It 

dinpiita itiosl lik^ wbiaatis, good long odd* tsate. Horecasts. mc. The 

datobaw Uidudes vitaJ rannw siadfflica tor all BiiftHti ttrfiiafift. Ytju can apcUie 
Ihe. djc aKami . - navnr gOdH OUl of -dltn. 

PRICE £ 1 S .€0 tall incluive} btchiaM F 1 *t mid Ifalkwal BvI wnuu. 


JILL FHOCatAMS aVAILMliE PC*: AMFlUADCPa. WentAII JCWiCiM® ilDDJ. AU MCh. All ^CTJEIME 

cauuOtJCnE Si- in. ATARI SWCLAIK OL 

Sqpptiad »Tipt tiunpta HiimnKHi B dMc) - PCW ^ ind QL nwcf odiml. 


Smvd. Qi^quti'PO* tor toIpjt. trf post Bwnn* lo... 


phono 34 hjTT St JKrWARI- ^ 

COUNCILLOR LANE, CHEADLE, CHESHIRE, ® 061-4^ 7425 


CTmTKTTP 


yTYMyMQKjt ftjrtn™ Ua ln» tha oompatir. FUEGEH has been 
f fAvuli OUr i progranvned wiih aUZngldRh and CbcruirdB 

tgr laefi/t. SunplytYPT fP >1 m dMe. and the full attur* lut is generat9d m 
Fully compatibJa witli Foolawinnfir. Ywlyupdaiida availabJa 

POOLSWINNUt wUh nXGEN El6.5t> (for both) 


THE ULTIMATE KX>LS PREDICTION PROGRAM 

# NUSSTYE DJITJISJUE PoolBiTinjwri*»aDpluBciJcata^ 
prwkiclumi aid- h conwa conqjiaM! TfluA the lajgBsl dvtxbaBa 

- aaono nutcuaa ow l& vmtb. Thii daubase iipdatw 
autQiniiliczally as reaultfl come in. 

• PR^DCTS Ndt ibs: SOOftEPHAWS, but AWAYB, HO«EE 
MidNCsSOOKES 

• SOCCESFUL SELDC ™-rMn n^ than PooJawiiintE tjeifonna 
idQTuliicanllly betlar iban chan^ 

• JUlAt?JlBL£ Ptobabiaiiiaa ace given op gvWY Itzlvif e - 
clKjdM as many palaeik™ as you need Idc youi bet Tha 

pfeci»pcttdJimjanlonraikcaiib*3e[byti»'B»aF-y™™ fctnrf. im-a ci«ibiW 

and teat yi 3 ur girn umifae method. nrtVimatMabta 

t SIMPLE MTA EMTRY All caacw names are in tbnpiogram. Simply lypem (lie leterancn | 

rnindm* bom (he Bcreen- Oi nfl* rECOEH to producja fiituie liTf ■laannatically belcwT). 

# DPtVMlCltitmMTE CQWPJiTlfltJ Tapes aupphed witJi. «n™irai£m inatiucirici^ 

# PRCHTEIl niFPORT l^llalwd^wpy pnnroidotdalalfyeuhaveiaprmtar. 

incliuive) 
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DIRECT AMERICAN IMPORTS FROM OUR U.S.A. BRANCH 

PLUS 





BULLETIN BOARD WITH PUBLIC DOMAIN DOWNLOAD SOFTWARE 


wi WHILE STOCKS LAST t 

When you purchase a 520 ST from us 
FREE accommodation for 2 for up to 17nights 


HARDWARE 


hotels 


in a select ion from 60 


* Futi XL range A 

k ♦ 130 XE ’s ^ 

^ + 520 ST^s 

* EpsofT printers 

* interfaces * Modems 
Fuff supporting peripherals g 
Futi service support etc I 


Aft you have to do is pay for your meais 
1 and EHJQY YOURSELVES ^ 


if ff's avaftablej 

we have it 

* Arcade 

* Adventures 

* Educattonai 
+ Utilities 

Ait latest titfes ^ 


Rifjg us last 6 A 

check our prices ^ 

Ouf of office hoursf 

check our but let in board 

^ for fa test imports direct 
^ from our USA braricti 


33,0RMSK<RK ROAD MAIL ORDER.(0772) 27236-lOiOOam - 6-OOpm 

PRESTON BULLETIN BOARD (0772) 27236- 6^00pm - 9^00am 

LANCASHIRE 

pRi 2ap 

TEL; (0772) 21474 VISA & ACCESS WELCOME 

Pb^c a - [bsuc 26 $ 
























































































































































































































































































































BECOME A 
MILLIONAIRE! 

Miicroproiie Software, iht: ttimpany known for some of the very bcsi siniiU- 
laiions on the Atari, opened offices in the U,K. towards the end of last year and 
arc now actively looking for top class Atari software writers whih the promise of 
making them ‘millionaires almost overnight'! 

Stewart Hell, managing director of Microprose in the LhK. was quite out¬ 
spoken tow^ards the end of last year about other softw^are houses who he claimed 
treated end users as if they had ‘IQ's less than orang-utans' and he wanted 
higher standards for the Atari, based on Microprose’s own unequalled excel¬ 
lence in developing simulation software. Now", Simon Barnard, softw^are 
development manager has started the hunt for Atari programmers who can come 
up to the company's high standards,, not only in developing simulations but also 
arcade style gamcis. 

Any programmers with ability can expect full co-operation and support 
from Microprose w^hg claim to spend in excess of SI million in the States 
developing its simulation blockbusters. If you fancy your chances give Simon 
Barnard a ring on 06b6 54326 or dnip Microprose a line at Microprose Software 
Ltd.j 2, Market Flacej retbury, Gloucstershire, GLS SDA. 

Apart from the chance of getting even more quality software, .Microprose 
setting up in the UK must be good news for all Atari ow^ners with increased 
availability of their existing titles, including F-15 Strike Eagle, Kennedy 
Approach and Crusade in Europe among the eight Atari S-bit titles currently 
available on both disk and cassette. 

WHO’S BRIAN CLOUGH? 


ANOTHER 

ADVENTURE 

NEWSLETTER 

Sandra Sharkey is the Editor of a 
nice little Adventurer’s newsletter 
called Adventure Probe. It doesn’t 
feature much directly abtiut the Atari 
but that is probably because none of 
you actually subscribe and write to her! 
What it does havfij which could be of 
interest to anyone having problems with 
an adventure is a whole series of maps 
and solutions to over 130 advenruTes(!), 
many of which appear on the Atari. 

Plenty of hints, gossip, help and 
adventure trivia in the newsletter 
which, unusually, is available on a 
subscriptitm from as short as 1 month to 
12 months. Send a s.a.e. to Adventure 
Probe, 78, Merton Road, Highfield, 
Wigan, WN3 6AT for more details. 

MORE BUDGET 
TITLES 

Look out for more goodies but 
cheapies from Mastertronic. Scheduled 
for release at the beginning of the year 
wrere Gunlaw, Masterchess, Back To 
Reality, Despatch Rider and Xcel, 

Keep *em coming, espc-cially if they^ 
are good! 


Surely you must know? He's 
some sort of w izard computer program¬ 
mer from Nottingham, isn't he? 
He must be because he has a new 
game out frtjm CDS Softw^are called 
BRIAN CLOUGH’S FOOTBALL 
'FORTUNES. 

Claimed to be different from other 
computer games, because it is in fact a 
*board game' (Tm confused!), it is said 
to combine the speed of computers with 
the social aspects of best selling board 
games and was written with plenty of 


INFOCOM 
GOES TO 
HOLLYWOOD 

Next in Infocom's famous series of 
adventures is Hollywood Hijinx a 
‘wacky tribute to ‘B' movies’. 

You have inherited the entire estate 
t>f your Hollywood mogul uncle Buddy 
but with one stipulation - you can only 
claim your booty if you find ten trea¬ 
sures hidden throughout the sprawling 
mansion, and you must find them all in 
one night! Infocom say that the game is 
loaded with puzzles that recall the pure 
logic problems of Zork and contains one 
of their zaniest puzzles yet, Un Atari 
XL XE at £24.99 and ST at £29.99. 




advice from Brian Clough himself. I bet 
those.^ prog rammers went through hell! 
Between two and five players take on 
the role of team managers and each 
must steer his team through the season 
in a ten strong league w4th other teams 
managed by the computer or other 
players. 

Lot’s of extras wdth the cassette or 
disk, including a playing board, players 
cards and money! Prices are j£J4.95 on 
cassette and jC 17.95 on disk. Should be 
in the shops now. 


WAR GAMES 
AND PRINT 
SHOP? 

In a very w^elcome move, providing they can actually get everything onto 
the market in reasonable time, U.S. Gold have announced that they have 
acquired the rights to the range of SSI and Broderbund software which includes 
some ot the mtisi famous wargames of all time as well as long established classics 
such as Print Shop. Virtually the whole range of SSI products will now be mar¬ 
keted by U.S. Gold at (hopefully) reasonable prices, certainly less than the £50 
or more you have had to pay for imports up to now. 

The Broderbund range includes a whole variety of programs and their back 
catalogue will appear on the budget Americana label- As well as best sellers such 
as Print Shop there will be a series of interactive adventures. 

U.S. Gold's press release doesn’t actually say that there will be Atari 
versions of all the titles but seeing as both companies made their names with 
Al^ri in the States, we can but hope for a real bounty! 
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Don’t miss this i^unchpad 



for ail that’s new 
in Atari computing 

A H* lOsrri'Bpm Frici3.y, April 24 
I Pi 10am-6pm Saturday, April 25 
10am4nm Sunday, April 26 


On display for the first time m the UK 
wtil be new Atari products that are 
set to rock the micro world. 

Star of the show will be Atari's IBM 
PC compatible, offering a radically 
new design at a price that will revolu¬ 
tionise the PC marketplace. There, 
LOO, will be the latest models in the ST 
range - the Mega ST workstations. 
Plus the remarkable Atari laser prin¬ 
ter, the machine that has broken the 
pnce barrier in desktop publishing. 

Ail of these - along with break¬ 
throughs for the ever-popular 8-bit 
range and hundreds of new software 
packages ^ will be on display at the 


April Atari Computer Show. 




Send for 
your advance 
tickets now 
•> and SAVE 
£1 a head! 


Advance ticket order 


Piease 


Champsgtw Svihr MmrtiH 
HMnmertmithf London 

Mpdt 24^2$, IBS! 


Adult ticltets at £2 [sai* E1 \ 


IQ UndieT 16slKkfllsal£l IsaucElt — £ 

TOTAL £ 

] Cheque ervciosed mndE pa^ble to 
Database Publications Lid 


SHOW 


htame 

Address 


Please debit ttiv credift card account: 


.Stqned.. .. 

PHONE ORDERS: Shaw Hotlines OSl-WO 0171 
PRESTEL ORDERS: KEY '09. THEN 614568393 
MICROUNK ORDERS: MAILBOX 71:MAG001 

Pfeose quoie credir card numiber and jirN oddreu + Re/.SP6M 


AdmJuJon at door. 

£3 (adaitsK £2 (under I6») 
























POWER WITH 
THE PRICE? 

Dear Les, 

I am somt;what tiisap- 
pointirti with the price of soft¬ 
ware for ihe ST computers. I 
beiieve that software suppliers 
may well jeopardise the 
growth and health of the ST 
computers. In many cases the 
prices charged are simply too 
high. One of the main reasons 
for people buying the ST 
computers is their remarkable 
price hut you cannot have 
Tower without the Price’ if 
the software is ridiculousiy 


profit kfi for future develop¬ 
ment ^ remember it might 

take IS motiihs to reach that 
2000 target. This is just one 
exajfjpky although mayhe not 
typical. Other smaller ^ part 
timei companies couid produce 
softtoare more cheaply but they 
are often the ones who fail to 
advertise and distribute effec¬ 
tively and end up with even 
less ro live on. Ltke / raetf the 
situation is complex and ivill not 
chatige until there area lot more 
ST’s around. 

DON’T MAKE US 
BLUSH! 


sound is a bit disturbing, at 
least to my ears!. Alaybe you 
could have a look at it? Apart 
from the noise, the disk is a 
great pleasure each time. 
Together with the magazine it 
gives me the only chance to 
take pan in the world oi Atari. 
Thank you, and don’t stop! 

Marco D’Alessandro 
Zurich, Switzerland 

Thanks for the kind remarks. 
See elseiohere in this issue for a 
contest to find a new title 
program for the disk. Let’s hope 
the winning title is a bit quieter/ 


the technical standard and 
seem to be more concerned 
whih bTOSting sales of soti- 
ware. For instance DOS 
PLUS from Analog is a 
superb program and worth the 
price of the magazine. 

Now- the reason for this 
letter is the subtle promoting 
of the ST from all the UK 
media and the total lack ot 
either the ST or the ftOO series 
in the shops where we 
originally purchased them, 
also the price ot software and 
add-ons to achieve a satisfac* 
tory sy^siem. In answer to ytiur 
poll, I will not buy the ST and 
would like to see a magazine 


costly. 

If things don’t change, I 
believe we could well witness 
the slow^ strangling of the ST 
computers just as w^e wit- 
nessed the same thing happen¬ 
ing to the H bit computers. 
That w^aa a terrible shame. If 
software suppliers were not so 
greedy' for immediate high 
profit margins and went for a 
slower and greater penetration 
of the market, the Atari H bit 
computers w^ould be where 
they have long deserved to be 
- at the very top of the mass 
market for quality home 
ciimputers. Everyone would 
be happy then. 

\i, Jackson 
London 

; agree that the prices are high 
for ST software and would like 
to see them come doson to more 
sensible levels but the argument 
is quite complex. The major 
problem is that there are simply 
not enough STs around in the 
U.K. to bring prices down to the 
level of most S bit software. 

S bit programs (not 
necessarily Atari/ sell m tens of 
thousands but one major ST 
publisher who spent over a year 
developing a game has set a 
target of 2000 units at maxi¬ 
mum. The product sells at £35 
so you might think that £70,,000 
is a lot of money but the 
company will see less than half 
of that, maybe £25,000 at most. 
If they have four or five pro¬ 
grammers and all the usual 
otrerheads there is ncf much 


Dear PAGE 6, 

Congratulations, I think 
it has to be said once again. 
PAGE 6 really is the best 
magazine I have ever seen, I 
started my subscription about 
a year ago and 1 am still v^ery 
happy with it. Since there are 
no magazines for Atari pub¬ 
lished in Switzerland I appre¬ 
ciate the PAGE 6 magazine 
very much. I’ve changed to a 
disk subscription and although 
it is great to receive the 
programs on disk at the same 
time as rhe magazine, I would 
like to remark on something. 
The title screen with the plane 
IS very^ well done but the 


PAGE 6 NOT UP 
TO SCRATCH! 

Dear Sir, 

I am a Atari 

enthusiast. 1 purchased my 
ftOO at the premium price plus 
all supporting hardware. Over 
the last four years 1 have 
slowly gained an insight into 
the system mostly through the 
American magazines and 
publications. The English 
publications just do not match 



devoted to writing programs, 
not buying them, and to fully 
explore the potential we 
already have 'cheaply’. 

V. Wood 

Burnham on Crouch 

Is he laiking us? I thifik 

that PAUt 6 has published 
some of the very best programs 
for the Atari to have been seen 
in this country and many which 
are better than a lot in the 
American magazines, but then I 
would, wouldn’t 1? And i seem 
to recall one or fieo articles on 
programming, don’t you? I will 
report on the flood of letters sup¬ 
porting Afr. Wood in the next 



FOOTBALL 

FANATIC 

Dear PAGE 6, 

I wonder if you could 
help me. I own a 520S1’M and 
single aided disk drive and I 
would like to put together a 
system that will enable me to 
make a record of the games my 
favourite fotitball team have 
taken part in. Phis w^ould 
involve all types of games and 
should include such facts as 
competition, venue, season, 
opposition, score and scorers. 
What type of database 
software will I need? Will it be 
possible to output the results 
from the database into a graph 
program like K-Graph? I 
would also like to know if I 


will need any further hard¬ 
ware, given that the database 
should have possibly h,000 
matches over all competitions. 
So what would I need? More 
RAM? Two double sided 
drives? Hard disk? 1 would 
consider any of these if it is 
needed. 

Peter Frendergasi 
Ibrox, Glasgow 

They certainly take their foot¬ 
ball seriously, these Scots. A 
hard disk fust to record your 
teams results.^? Seriously 
thoughj you might just need a 
hard disk if you urant 3000 
records especially if they contain 
a lot of fields. Almost any data¬ 
base wilt do what you want and 
most can output files to be used 


for graphing but you should 
avoid those databases which are 
fully memory resident as they 
will not hold that amount of 
information. Best get something 
like Dbase If, or a clone, which 
is totally flexible although you 
will need 10 learn how to 
program it. I use H Icr D Base 
(sadly no longer available) and 
purchased it because it was flex¬ 
ible enough to combine databases 
together over several disk. This 
means that you can start out 
with a single sided drive and 
several disks^ with perhaps Jive 
years results on each, and thcii 
upgrade to 2 double sided drives 
andf with some fancy program¬ 
ming, use two separate disks as 
one combined database, with a 
total of 20 years results to each 
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NOT IMPRESSED 
WITH THE 
XMM801 

DtLir Lcs, 

After reading the review 
of the XMMROI printer in 
issue 25 I felt I just hdd to 
Write. I purchased one of these 
printers a. while ago and at the 
time I w^as assured that it was 
totally Epson compatible. I 
got it home and c|uickly 
booted up Print ^?hop using 
the Epson driver and expected 
to see a w'elcomc message 
printed. Instead the printer 
just started printing a load of 
rubbish and feeding a lot of 
paper. We went through all of 
the printer drivers and they all 
produced the same result, 
Many other program!; that 
work with Epson printers did 
not work. The XMM301 is 
NO'f fully Epson compatible. 

In addition, and with 
respect to Rob Anthony^ the 
primer does not support 
NLQ. just because a printer 
supptirts double strike does 
not mean it is NI.Q. NLQ is 
made up of the printhead first 
priming part of the character 
in outline and then returning 
to overlay the dots to complete 
the character. 

I returned the printer and 
got a refund and have since 

database. as your data¬ 

base (atui your finance!) groii:s 
you can go onto a hard disk and 
combine everything into one 
with very iittie effort. 

It it di/ficuh to give precise 
advice ivithout discussing the 
exact requirements (don't askj I 
don't have time.') but any one 
thinking about a very large 
database should check the soft- 
iuare carefully, i/ if is memory 
resident or restricts the database 
sise to Just one disk, it euiV/ tint 
do vhat you uiant. Think 
aheadt maybe hard disks zuili 
really come doivn in price. ]i^"hat 
tcouid you do if you had spent a 
year typing in data only to dis¬ 
cover that you can’t transferj 
and combine^ it all into one 
database? 


heard that the XMMKOl has 
been withdrawn from sale. 
.Maybe it was not as good as 
made out and was just 
overpriced? 

Andrew lianner 
London 

ChiE‘ NLQ is 

anothers double strike and the 
same goes for Epson compati¬ 
bility. Although dotsens of 
mti?iufacturers claim Epson 
compatibility zohat they often 
mean is that they use the same 
control characters as Epson to 
achieve similar results. Many 
manufacturers (.tverlook the 
graphics side and this is tohere 
the * Epson compatibles' often 
fall down. Caution with 
printer is the anstoer although ! 
still think that the XAiAiSOl 
was good value. Does anyone 
kruyu} of another printer for 
jr/75 that does not need an 
interface for the Atari, 
especially one that is totally 
Epson compatible? 

I understand that the 
XAiAfSOl has indeed been 
withdrawn but I heard a rumour 
that It was because Atari had 
discovered another cache of 
I029's that the want to get rid 
of! 

THAT OLD 
POUND SIGN 
AGAIN 

Dear Les, 

In the First Steps colunrui 
of Issue 25 you printed a tip 
from Mr |.E. Robinson about 
printing the £ sign using 
Atari writer and the 1027 
printer. The problem with 
typing the five CONTROL-O 
codes as printed is that the 
sign is automatically followed 
by a space. It is, however^ 
possible to print a number 
straight after the sign and it is 
quite simple. All you need to 
do is to type a zero before the 
24 after the last CTRL-O and 
follow' it immediately (no 
spaces) with the value. Thug 
to get £50 you type; 

CTRI.-O 27 CTRL-O 23 
CTRL-O 08 CTR1.-0 27 
CTRL-O 02450 


Don’t forget that the 
C I RL-O is the letter O and 
the others are numbers. 

There is still one problem 
though, When using the £ 
sign in this way^ Atariwriter 
fails to count it as a character. 
If you are justifying or using 
the full 80 column w4dth this 
leads to some odd effects. 
Justifying wdth less than 30 
characters gives a longer line 
and if the line is already 80 
characters longj the last char¬ 
acter spills over lo the 
following line. l.^ocally rede¬ 
fining the line length solves 
the problem but is tedious. Do 
any readers know of a w'ay 
round this problem? 

Chris Read 
.Milton Keynes 

HACKER 

PROBLEM 

SOLVED 

Dear LeSj 

In reply to Paul Cole’s 
letter in issue 25 concerning 
Hacker, I believe that when 
the game is completed the 
headlines arc sent to a printer, 
at least on the disk version,. 

I have not yet completed 
Hacker but gained the above 
information by using a sector 
editor to look at the disk. It is 
quite poggiblc that when Paul 
completed the game the 
program was sending infor¬ 
mation TO a printer and 
crashed because there wasn’t 
one. 

John Fallon 
Birmingham 

other readers wrote 
with ike same comment so it may 
well be the answer. If so, what 
an incredibly bad piece of 
professional programming not to 
trap for a non-existent printer! 
Perhaps all these '‘big company* 
programmers are making so 
much money that they have lost 
ioueh with the end user and 
assume that everyone has a 
printer. After all they are only 
a couple of hundred pounds 
aren’t they!! 


THANKS 

COMPUMART 

Dear Sir, 

I must write to express 
my thanks to one of your 
regular advertisers, Compu- 
mart. I purchased a disk drive 
from them from them in 
January 1^86 and just before 
the Xmas holiday, almost a 
year later, the drive failed. 1 
took it to my JocaJ computer 
shop for preliminary examina¬ 
tion to be told it was not worth 
repairing. That was the morn¬ 
ing of 22iid December so I 
thought if was goodbye to 
computing until well into the 
New- Year, however I phoned 
Compumart to tell them and 
check the procedure under 
the, nearly elapsed, guarantee. 

They were very helpful 
and said if I was prepared to 
send a cheque for £5 for 
Securictjr delivery and return 
my old unit they would send 
me a new one to arrive next 
day before they closed down 
for Christmas. The new unit 
arrived at 11.00 a.m. on the 
following day before they 
could possibly have received 
my cheque, let alone the old 
unit) 

I thought I would let you 
know as it was through PAGE 
6 that I knew about this firm 
and maybe you could give 
them a mention they certainly 
deserve. 

William Hadley 
StudJey, Warks 

Alright we give in! Every other 
magazine has printed a letter 
Saying how good Compumart 
are we might as well join inf 
Seriously though, that ig what 
you call good service. If the 
Office were half as efficient 
Gompumart probably wouldn’t 
even have had charge for 
the delivery! 



Phrc S-]ji,s;ue S' 
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GRAPHIC SHOP 

ANTIC Publications 
$19,95 


After months of struggling with Prim Shop's 
Graphic Editor, I viewed the prospect of an easier way 
to produce high quality Icons with soine relish h ’Ot htn 
I read of such a program in Antic, to convert Micro 
Illustrator and jVlicro Painter files into Print Shop 
format, I just had to obtain it with all possible haste 
and immediately ordered it from Software Express 
International of Birmingham. 

From taking apart the packaging and booting up 
the disk it takes only seconds to give a screen display 
similar to Print Shop. This is not surprising as the 
whole program is based on Print Shop s user friendlj^ 
operation. 

FOUR OPTIONS 

Menu driven, the program has four options, 

Load Micro Illustrator 
Load Micro Painter, Compute rev es 
View Directory 
Format Graphics Disk 

To load either Illustrator or Painter files, type in 
the file name and press return to display the picture on 
the screen. Toggle from Convert W hole Screen to 
Convert Part Screen via the space bar. 

WHOLE SCREEN 

If you wish to convert the whole screen, the 
picture is compressed into a 600 byte Print Shop Icon. 
This takes approximately 1 minute or less depending 
upon the depth of detail in the picture. Once 
compressed, your icon is displayed in all four corners 
of the screen, each one in a different shading pattern. 
Pressing the space bar rotates these icons showing the 
detail in either black, white or pattern filL You may at 
this time return to the previous screen or main menu. 
Select the pattern of your choice and type in your 
filename. Graphic Shop checks to see whether there 
are anv duplicates before writing to disk. If there is an 
existing filename you get the option to re-enter a new^ 
filename or replace the existing file. 

The detail of the compressed pictures can be 
somewhat lost in the compressing and only pictures 
with a small amount of detail are worthw hile 
compressing. I had to touch up the new icons using 
Print Shop's Graphic Editor almost every time, 
however it still is easier than using Graphic Shop 
alone. 

SMALL SCREEN 

Converting only a portion of the screen takes 
much less time to do and gives a better imaged icon. 
Using your joystick, move the FLASHING frame 
over the selected part of the picture and press the 
joystick button to start the process. The frame is a set 
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size approximately one tw^enticth of the screen and 
cannot be altered. Again you get the option to preview 
the icon and return to the previous picture or menu 
before saving. 

VIEW DIRECTORY 

Whilst all this reading and writing to the disk is in 
operation, it is worth remembering that you need a 
separate disk for the icons. The program is directory 
smart so it knows whether it's a DOS disk or Print 
Shop disk. Graphic Shop will read either type of disk 
and list it to the screen. 


FORMAT GRAPHICS DISK 

Graphic Shop has the ability to format your disks 
acceptable to Print Shop. 

CONCLUSIONS 

In general I liked Graphic Shop, it's ease of use, 
no frills, no nonsense approach is commendable. 1 did 
tome across one or two problems, one being the 
program locked up everything when it tried to convert 
a whole screen with only a small amount of detail on it. 
This wasn't just a one-off as it happened on more than 
one occasion. Sometimes it wouldn i load in picture 
files properly, it came up w^ith garbage on the screen. 
Worst of all though it gave two different tile names to 
the same picture. I've still got an unlabelled icon lost 
somewhere on my files and once or twhee it saved an 
icon but on attempting to load it through Print Shop, 
the message "Drive Error’ w^as displayed. So far only 
7^% of my files/icons were fully supported by Graphic 
Shop. W'hether I bought a faulty copy remains to be 
seen but an attempt to discuss this with a 
representative of ANTIC (the publishers of the disk) 
at the recent Atari Show only resulted in the cold 
shoulder, so maybe they are all the same. 

Priced in this country at £ I9-'9S (a £ for $ 
conversion) I feel that Graphic Shop may not be a 
good buy unless you use Print Shop regularly and have 
access to or compose your own picture files. On the 
other hand if, like me, you are hooked on Print Shop 
then Fm sure it will fit into your collection with ease. 
If it were marketed at £9-95 then I am sure it would 
have a wider appeal. • 
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EXPRESSHIII 

514-516 Alum Rock Road, Alum Rock, Birmingham Tel,: 021-328 3585 


PROGRAMMERS 

DE RE ATARI 17.00 
Required reading for serious 
programmers.Supplies of this 
book cannot be guaranteed, 
so buy while you still can! 


GRAPHIC ADVENTURE GAMES 

The classic Scott Adams 
graphic adventures are now 
available at a special low 
price - but only from 
Software Express. When 
available previously they 
sold well at £17.95 - at 
£9.95 they're a bargain! 


DISKS!!, 

DISKS!\, 

DISKS!! 

Verbatim 

or Xidex 

unbranded 

disks. 



5.25" for 

810/1050 

drives 

IQ disks 

<05/00) 

7.50 

3.5 " for 

ST^s. 


10 disks 

(DS/DD) 

25,00 

50 Labe Is(tractor- 

fed) 2.99 


FREE Atariwriter Plus with 
every printer purchased. 


Pirate Adventure CYo Ho Ho) 
Mission Impossible(Big Bang) 
Voodoo Castle (Enchanting!) 
The Count (Toothy frolics) 
Strange Odyssey (Sci-Fi) 
Disk only each £9.95 


NEW 


MACHINES 


As an Atari Business Centre 
we will be stocking all of 
the new range of computers 
>> watch this space! << 


400/S00 OWNERS 
A FEW ONLY !!!! 

Atari Basic Programmers Pack 

BASIC Cartridge 
BASIC SeIf-Teaching Guide 
BASIC Reference Manual 

£14.95 


400 and 600XL 

- 

OMrver 5 ! 

ROM Cartridges 


Rally Speedway 

7,95 

Boulders & Bombs 

9.95 

Star Raiders 

7.95 

Joust 

7.95 

Mill ipede 

7.95 

Tennis 

7.95 

Track fit FieIdfinc.conts)9,95 

Final Legacy 

9.95 

Microsoft Basic 

II 29.95 

Atari Logo 

19.95 

(000, 800XL and 

130XE too!!> 


Dealer and Overseas 


514-516 Alum Rock Road, 
Alum Rock, Birmingham 



Enquiries Welcome 

fe HOTLINE 

021-328 3585 






















MODELLING 


by Philip Robinson 

Many home compuier packages exist that enable the 
user to draw 3-D images on the screen j however these are 
usually only simple "wire-frame* drawings and do not 
provide much realism. Solid Modelling will enable the user 
to draw !n>lid 3-0 images with correct shading according to a 
given light stjurce and also provide a variety of surface 
textures. The images are drawn by combining basic shapes 
(or portions of them) into the shape required. The technique 
of Climbining basic shapes makes the construction of complex 
objects extremely easy and quick without the need for the 
user to have any great artistic ability. The program also 
provides for the storage of the drawings on disk, 

DRAWING WITH SOLID MODELLING 

The whole screen is used for drawing and Is in Graphics 
8 Mode to provide the highest possible resolution 
(320 x"1^2). Very few cut screen prompts are given while a 
drawing is being developed. This is done so that the draviring 
can be as large as possible and it also enables an experienced 
user to develop the drawing very quickly. 

BASIC SHAPES 

The shapes available in SOLID MODELLING are 
shown in the accompanying chart. By using only parts of the 
basic Shapes (clipping) quite complex drawings can be made. 
The following steps are required to draw a bask shape (or 
part of it)- 

1. Press the key that denotes the required shape e.g. 
for Sphere. A small single pixel cursor will appear 

which can be moved around the screen by the joystick. 

2. Select the necessary number of points to define the 
required shape by pressing the joystick fire button when 
the cursor is in the required position on the screen. A 
short beep will indicate the point has been selected. The 
Sphere, Cylinder and Inside-View Toroid require two 
points to define them, while the Top-View and 

Edge-View Toroids require three- Refer to the 'Shapes 
Chart* for details. The cursor will disappear when all the 
required points have been selected. 


SOLID MODELLING ON DISK 

Disk suhscribt^rs will find a slightly madih^f 
version of Solid Modelling on ihcir issue This 

loads rH'« fifie screens as the program is initialising 
which giv e superb examples of what can be achieved. 
The disk also contains four example drawings. 

Issue 26 disk is also available separately if 
required at 


3) This step is optional and allows the shape to be 
'clipped* so that only a portion of it is drawn. It is 
important to understand that clipping is relative to the 
centre of the shape (always the second selected point). A 
shape can be clipped in up to four directionsj right of 
centre, left of centre, above centre or below centre. When 
a shape is clipped only the part of the shape from the 
centre to ‘clip-line* will be drawn. 'I'hc clip-line for right 
and left of centre is a vertical line drawn through the 
‘clip-point* (see below), while the clip-line for above and 
below' of centre is a horizontal line draw^n through 
clip-point. For each direction of clipping define a 
clip-point as follows; 

a) Press the appropriate ‘arrow* key for the 
direction required, e.g. Right Arrow for clipping right 
of centre. The cursor vvill then appear. 

b) Move the cursor (joystick) to the required 
screen position and then select (fire button) the 
chp-point. A short beep will indicate the clip-point has 
been selected. N.B. The clip-point will not be 
displayed. 

4. When the shape has been defined and optionally 
clipped the *D* key must be pressed to actually draw the 

shape. 

SPECIAL CURSOR POSITIONING 

The and ‘Y* keys provide a cursor control function 

which is extremely useful for positioning basic shapes 
relative to each other. They can be used during selection of 
the points to define a shape. When either of these keys is 
pressed the cursor w'ill move halfway between its current 
position and the last selected point. If the key is pressed 

the adjustment of the cursor <iccur5 on the X axis, and 
similarly on the Y axis il the ‘Y’ key is used. For example, if 
you required to ditaw a sphere betw^een tw^o vertical cylinders 
but with rbe sphere touching each cylinder this could be 
done as follows. 

Select the first point required to define the sphere by 
positioning the cursor on the edge of the first cylinder. Move 
the cursor to the edge of the second cylinder and then press 
the ‘X* key. The cursor will now be at the centre of the 
required sphere. Select this point and rhea press to draw 
the sphere, .M:iny other similar use^ can be found for these 

tw o keys, 

GENERAL CONTROL KEYS 

The functions of the drawing program arc selected by 
the pressing of the appropriate keys (e.g. *S* to draw a 
sphere). These keys w ill immediately take effect. A short 
beep signals the pressing iif a control key. If any error ticeurs 
during program operation a longer low buzz will sound. 
Sometimes screen prompts w ill occur and these must be 
responded to befiire any other function can be started. The 
control keys that determine the lighting and shading textures 
must be set prior to pressing ‘D* to draw' the shape. 
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SHAPE CONTROL KEYS 


Writing on the Drawing / Fast Cursor 


One of the following keys must be selected before a 
shape can be drawn. 

T - Top-View Toroid 

S - ^sphere 

C - Cylinder (V'ertical Axis) 

O ^ Cylinder (Horijcontal Axis) 

E - Edge-View 'Eoroid (Vertical Axis) 

M - Hdge-View Toroid (Horiiiontal Axis) 

I - Iiiside-Vievv Toroid (V^ertical Axis) 

H - In side-View Toroid (Hcsrizonial Axis) 

OTHER CONTROL KEYS 

Lighting 

1 - One lighi sijurce. 

2 - Tw'o light sources i.e. shadows not so harsh, 

3 - 3-1;) etTect removed by direct light from front, 

however strength of light source (shade) may 
be specitied. The shade value can be from d 
(while) to 64 (black). 

Texture 

N ~ Normal half-tone 

R - Random 

LISTINGS OVERLEAF 


W - Enables text to be written to the drawing. The 
cursor appears and should be moved (joystick) 
to the required position and then selected (fire 
button). A prompt for up to 20 characters of 
text w^ill then appear and the text will be 
written to the screen. It will be noted that the 
cursor moves a character at a time and is 
therefore much faster. This key can therefore 
be used as a fast cursor option provided the 
hre button is not pressed prior lo the next 
required control key. 

Saving and loading 

A - Alters the current Filename to be used for filing 
and retrieving drawings. A prompt for the new» 
hie name whil appear and this will then he used 
for any file or retrieval request, Remember to 
pul the drive identifier and colon in front 
of the file name you require. 

F - File the drawing on the screen onto disk using 
the current filename (see 'A’ above). 

G - Get the drawing from diskette onto the screen 
using the current filename (see above). 

Erasing 

Q - Quit the current drawing, i.e. erase the screen. 
A prompt will appear to check that you are 
sure! If you only require to erase part of the 
draw ing this can be done by drawing over the 
unwanted part with a 'black' shape. 


SHAPES CHART 


T - Top-view Toroid 



M - Edjpe-vkw Toroid 



1'^ W 1 



Nmi: IT'frfj! the etbot-e iWi* are JrjtuFJ ttiihur vsrii^aiiy or 

hcn'tzonlatly the mutt hohi. // jmi the error 

buti intU iautrJ ti.-kin ait aiietttpr la Jrav! TJU’ u made. 



ij lf2t^ indicate the order in vfhich the points ntuit be seketed, 
iij Whefi several cfioices are avadable for point 1 or 3 only one 
of the choices should be selected. 


H-l nsidc-view Toroid, 
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T'VPING 


fi^cause oft 
marine code „ 
fhe Basic Iis[i„„ 
" ®“>*<‘ectiy. FofJ 


^ ' ype in Lis 
OiLOADEft = 

2. MaJ(e sure t 
I, then fl 

saved. Thlssvii 

'>»_thedisk,AS 

rypeinListi 

«'t<h the fijena, 

^•/ype in Listii 
with the 


"f-tiatted 

"•3D and ASSEM 2 v 
and SAVE it X 

•INTR0.3D. ** 

indSAVEittothesa. 

**00RA\|.3D 


Running 


ifi program 

■^ToT"‘’x 

ea4y 


running Extro.bd a 

program wi]J fo,^ 

now reagi.r . 


appears typeR^X 


switch off 


El 

1 *EH 

EV 

2 HEH * 

ru 

3 RE n * 

R5 

4 HEM • 

IV 

5 REM A 

EH 

6 RtM TH 

ZP 

5 REM ^ 

FJ 

18 TRAP 


"SOLTD 

EC 

Ift PATA 


U , 5, IB F 

QK 

28 tIM 


^DLIP HOdELLINli fli5E»llLY ^ 
LOafrER * 

PftCE t rtfltailtie - EllGLflHP * 


CH(l$fl.l51 iPgiCE :? 

MODELLTM^ ASSEHlfLY LP*dEB” 

BiljEi^t + FSefir^J^S-^eOde^OFfliiO- 

LI,L2,i3>i4r15 

LftTtOiJ fHEI«* 22* !Eall H-n TO Hi 
READ l■LnEH^^€l=l^: WEHT Jt i LIBE = *te ^ HC^TOft 
e lOOBsTllAP 7«t7 :? " CMECKlNt DAT*” 

00 a* TOTAt^eiLIWTSLIMEtlB:? ‘‘LINE; LIBE 
:nFDO DftItJlF LEBtDATifJ 050 THEN 180 

HE 1ft DATLIM-PEEKtlBJ>+PeEKtl8*l*Z56:lE O 

ATLIHOLIflE THEN 0® 

LU 30 FOR H=1 TO 05 5TEP 1:C1 = *5C IDftT*tH, 

E»>-*a tDa = A5CC&*TlIKF1,M«111 -4fltOVTE=H 
EKIDllMlOiniEKlDl} 

JB 40 IF P*ftS-2 THE* PUT HI>0YTE3*EMT HfR 
EAR CHKftOHieOTO 25 

HC SO TOTOL*TOTftLTBVTE;WEllt H: READ CHKSUH 



Ltf 

T5TAL7CHK5IUH TMEH 25 


OK 

68 

GOTO 185 


HF 

28 

IF 

PEEKtl*9lt>6 TMtH 180 


BE 

75 

IF 

09978 THEM 120 


DT 

77 

? ' 

‘ALL P0Hf":E8P 


EV 

88 

IF 

Aft9=2 AHP LIHE=1110 THE* 

126 

HI 

55 

IF 

LIHE-1118 THE* LIHESi558 

'.RE9tOAE 


2086 ; 

CqTO 25 


AC 

90 

T * 

‘LIME ■VlIHE;" MlSSIHCP^'i 

CL09E Ttl 


: END 

LB 110 CLOSE «1 

GU ISO IF A5S=0 THtM OPEH Hi f8,8.”DJ*SSE« 

1.S0";P*5S=2:AS5S2iLIBEAPPOlBESTOHE 18 

BHLfOAP 7RlfiOT0 15B 

01 14* IF A55S1 THEH OPE* #1,B,"D9AftSEM 
2.TP":PA5SiZ3LIBE=155*:HE5TnHE 2800tTft 
AP 784li(JT0 150 

BA 15B ? ,? "HeiTIIIG FILE":60t* 25 

Ht iOO ? ”BAO RftTAt LIIIE ”fEIILE:EI*D 


L5 2010 DATA (ID1425AP11 254.B40AD-1529BP 11 25 

S D ftD 15 2 5*D 12 Z 5 4 04 ft A & 16 2 Bit 12 2 5 6 OOD i 6 2 5 

20 H10A50iaDlS253ft*D2125F1225 


H5 IBOa D*TA FFrFFCl«EiEFF55oa08*5CCl007 

I8*?oaE5CC85CCBSCDA5OBA2e845gD5e03lLBea cE 2030 B«TA CD1O255O705BAD0225E Dll25flPl» 


ce B A 66C EC AD BF 3 8 5CF B Bft5 0 0 J 5B17 

KH IBia DATA ODFC288RrD26A210Zee«252EOl25 


3 TfiDe325FDl2250PIOl 538*POtl5EP1075ee85 

25APaF 25E5 8OftD0b25 3B*D23 f 37B5 


2EFC2BaeFP2a38aDFC28EPFE26aaAPrP28E0FF, T* 2840 


DAT* 29CP14 255023 18AD152 56M525DD 


2e5'e8BDGFC2oapFe‘2acADepor S76e 
HS 1029 DATA IEB0252EO LliOEFClBEtFUOOBpr 
3*ADFC28E*rC2eftBFFaOEPFP2BBaBeEEeB2TDO 
e3EEail58ehZaaA50eBP0215t 4634 
GB 103B BATA 8PO32*i5PBa5DlOE02252t*125EE 

B 2 2 5 POO 3 Et a 3 2 50 6 CC2 0 C02 6 POZ B p 10 6 CC 2 B CO 

26D826Pl3Bft5P0EDai25AB*5*4723 
AH 1840 DATA PlEPBS255BlZBfl.D184O8reft225O0 


1P25At1A256DL*256P1£2528071ti6ftP13ZS6& 

14E1B&B725305FlE3RAt2425,3D55 
IW 2850 DATA CCH4255e23aaA&152*tD1525DlHD 
2 5 A & 1A 7 5E D16 250 D1E 2 5 20t 7 LE 3 8 At 13 2 5E D14 
250D0725205F 1CAP2B'25F 834,1739 
TC 206B DATA CC25253BaD2225CBl029507DiaAP 
a2256Pil29B&1925AD0325BDl229aOlA25iftAP 

eE25ADieZ58PB529At8r1569 F 3 I BP 


25CADeC5*CtSlPSaAP0225e5ei6Dail9 CK 1070 data flQ8PO4254C6AlF2eZ7Z5l0iEAPH 


BB03CE03Z5CAP«ei6Ee315BE,5eBl 

LC 185P DATA 8Z19D*APFClCDtFElC4P7tlC2EFF 

iC6A6EFFlCaPFClCatrElC8PFPlC50APOB25ft5 

BBAD8625BB563Ba5llFED8729,5l71 
OL lOBB DATA 855*D028F41D05ai4C14ie28F4ID 


2550 16196 eOtl2 25APl 12 9 80152 56 8 601 H5AP 

10255014296650 ID1968*016 F 3875 
HJ ZOBB DATA 29eSCCZO08H>BP7029A5CFBDlFZ5 
AtliZ555CC200BlD36APlT19E5CEBA1F25AD2D 
35E5CF5t2025AP152965CC7Oa4315 


A5eH6De425R25aA5OB9P42BSA98'05D45a39O4B 7050 DAT* BBlD3ltAD±F29E5ce85CCAM025E5 

crD5CP30OA2 8 761PDeiS2 25ZEB32 965a9B*8PBZ 

25800129685805008511Z5AD,3549 
KD 2158 DATA 122 96tl625ADli(29Btl425APit29 

5DiB19A&l4255D152528021FeE18Z51BfftCE14 

291De768A0321538E033254AF^S25 


03*00*192856E45BAt95Z579,379Z 

HH 1075 data 878PBC79AD8729Z9*10a5A0DODeG 

250 A B07 F IE C D*a 2 918 8 »4 C OF 1E *C 01 IE 2 0 P A1D 

*A4ACt88 2 518B34t*F±E4CB7,2 493 
SC 186D PAT* lEAPBeZ5Fai0ACR729CB84CtA9CC 


55qt2a8&lPBPO215AP8AZ9F0e34CZBl£4C4FlE *1 2118 DATA [l0SB198H5Z9ia6H3i960312 5AP 

3B2585CCZBB01PA5eEB52EZ5A5CFaPZP29A9*8 
8PZA296858RD1B2955CC10Q8 f 39BB 
HH 2128 OatA lPBtCE26CFA5C:E85CCA5eF85CP7« 


05883530 82 0037371a1S25 ZOj 34ia 
HI 1858 PAT* 121A27ZFtl35e48C33SB86BEZH9 
14ig23iei61ED3*B361EBia9343C13ia252Ell 

15242^323A870F3O38858P22,1424 
T5 IIBO DATA 2nl71F28ZBlSi5598BO00*e8800n 


751D 4e*3 2 5tE a 2 29 A P B2 2 5 6D 3 6 25A 9858 P 2 A2 9 
8P1225Dtl625APi62985CCZB, 4217 


aBB58888BBO08e8eBOOa8508POaDB*98e58BBa 0* 2138 0*T* 98108D1529A5CED&28Z5*D2A29B0 

2 B 2 5 650 C B&l 8 2 55D112 9 2 Boa IP 3 8 A P 2 a 2 5E 5 CE 

B5CCAP19 2 5E5Cr BSCPZOieie,4*11 

Cf 2140 DATA Ato2158PZ0a9AP2BZ9BD14Z50D15 

29O5Be8P272915811F*9658DZ7292052lfAD2B 
29CPlt29F58BE*2825403521,3419 


OB0558858BoeaoaeoBooueoe, 21 a 
BA 2588 DATA FTFFBF1EB523A5a8B0FF254ClllP 
Z C1E 2 91012 * D162 90-88 4ftD 0 62 9 6 B S ft A 50 8 EO1D 
2^BtlP25DPlD25A5C€A9lAa5F424d 
HH. 2510 oaf* CP208OlD6O8129aaCE8P582*ADi8 


25aDFE2e28BrlEAP80Z5aD8B296O2C2729iaZP PV 2150 PAT* AOZ*25CP3625f*O6EEZal54C0CZ1 
AP10294a4BAPl-196C182TAB, 3535 *>5828AOZB*58eBOl2258P15Z9*P2A255D1825 


flP1125aftCC2O801P38AD2EZ9,35Oa 

5t 2168 BATA eBCEaSCCAPZFa5E5CF85Ct28761P 

AOa 2 2 5ftD 2 P Z518 Dt 312 5a P ZC 2 5A 550 8 P 2 8 Z 5* P 
3629BP14Z9B5CbAP20Z5B5CC,4665 
OE Zl20 PATA Z8OBlP6t6iZ5A5CiaP0BZ5At2C19 

BPfE282B8Fit*60015663519205217*0262900 
2C2 97 6a6Ee2B294C*9 31AP2A F3B4fc 
FM 1188 OAT* 25CD3B29rB05EEZA254C77Z16B68 
loA 9 2 B AP 3 2 2 ZaS C C 288 a 1 ta 6CE 2 6 CF * aCE 8 5C e 

*507050020751t4E83296102,4584 
CF 2198 ton* 29APBZZ9Dfrl625AP2A795618Z985 
CC288510BD3829*SCE805425AP3229B5CC2588 

It3aA5CEEP3419a5CCA9CFt6,4558 
OK ZZOO DATA 35Z9aS60287610*0022580ZC1938 
*D3325EP2*29982306332965CCZ88B1D36A5CE 
EP3*29a5CCA5CFltSB15B5CO,4521 
LD 1210 PAT* 2*761PAD8Z29ftPlB294C7C12APZA 
Z 55P Z D15 AP Z B 2 9 ■ D14 2 9 e5C C 208 a ID 18 A5C E5D 
3415a5CCAfcCF6035Z555tP28,4571 
VH 7225 DATA 7*±PAD9225aDIt25BeFEZaaDlA25 

5 5 C D Ot312 55 5 C C 2 80 PI 0 8 P 817 9 ASC E 80 0 8 2 92 6 

8F1E3DAD2AZ5EPB'B296H 125 F 4871 

IP 2130 PATA n960EP51255tl215APZ5Z9BSCPAP 
J1Z98 5 CCZ a B P1D 8 P 81Z 9 *aC E 8080 Z 5*D 202 9 80 
FE252B6FlE3eAPZBZ5ED08Z9,4191 
jr 2248 PATA ftD1529A55®aP1729EPall5aH6Z5 

ZaaZlF*9885022252082lF*oaBZ5CP2CZ9F506 
EE2BZ54C7CZ2APZAZ9CO1625,362* 

MP Z25* DATA FB55CEZA294Cl7i26065Z8A52D*0 
2AZ58PlBa*85CC38A9eBEPaAZ55Dlll9A588F9 
eaeP1229ZP8BlP3aAPZEZ97ft,3857 
AR 2268 AAIA CESHCCADZEZ9E5CFD5CDZ8761035 
AP 3 i 2 5E D 9 Z158 P 2t2 9 A 958 8 D 2 H 2 5 AP Z B 2 9 Bfr 14 
Z555CD8P312 555CC25BP108P , -d^BD 
CE 2275 DATA ail5ASCE5P8Bl9OPZC295DFt2810 
5FltAt00Z53PrD2B29eO15Z*AD8129E5aB5Dl& 
Z5ZaailFAP2e29CO7C25F00B f3B4S 
GB ZZ50 data EEZBZ54CA713AP2AZ9CP3eZ5FB8A 

EE2A294CZB2 355eBD*aOO8508’BaaO*6Oe5aB5a 
008850885500605060500080,1583 
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HO 1 REH WM W K I CMW MM W W K MW W 

HK Z REM « SOLID HODELLIHI^ « 

LU 3 REH R bv * 

UE 4 REH * Philip Robinsan * 

SV S «EH « XHTRODUCTOBV LlSTlHG * 

SS b REH »---- « 

PC 7 REM R PAGE b MAbAZlHE - ENGLAND W 

WU A REH I tm i mt ti i ii t NRwi im i ww H WW WM ltMW M MiiMM 

LR 10 PGM5IZ = 24 ! DIM SHIIDf (PGMSIZl 

IN ZO FOR E=1 TO PGMSEZ 

UH 30 READ BVTC 

JZ 40 SUDR^CIl=CHRSCBVTE3 

IT SO HEMT I 

EU fiO Pn0TECT=4096 

CM 70 HI = 1HT 1PR0TECTAZS6I 1L0H=PR0TECT-ZB6 
*HI 

RL SO bUBRS fB ,bl^Ct1R« CLOHI 
CS 90 5UBII$C14,14T=CHR$Cltl3 
GD 100 Z = USfi CADD CSIIDRSV 9 

NU liO DATA 24 ^ 173 , 231 ,Z, 105 ^ 0 , 141 ,Z 31 ,Zj 
173,232, Z ,lOS,0^141,Z32,2,1B9,0,133,«, 
75jO^160 


El 1 REM Wi 
HU 2 REM » 
LR 3 REM * 


SOLID MODELLING 


LR 3 REM * by R 

PC 4 REM » Philip Rahlnson * 

EC & REH * --—---« 

IZ 6 REH R PAGE 6 MAGAZINE - ENGLAND R 
EO 7 HEM R WM MM KM M MM K I tm iNi mml i mnHHK IlW W HiiH 
AV la REH 
JB ZO GOTO 30G00 

HT 30 LSeL^DiREH SELECT POINTS MTTH JOVST 
ICK 

5ft 40 LOCATE CX,CV,CU$COLOR 1 -CUjPLOT CH, 
CViFOR 1=1 TO SIHEKT IlCOLOR GU^PLOT C 
Hj CY 

HL 50 IE PEEK C7G43 0 2S5 THEN IGO 
ND 60 IP STRIGCO]=e THEN C05UB ZOOlGOtO 1 
20 

DC 70 I^STICKCOlIIF 1=15 THEN 40 
GH SO IE 1=7 THEN IE CX<KH THEN CM-CMTINC 
;goto 40 

JB 9m IF 1=11 THEN IF CK>e'THEN GK=CH-INC 
EGOTO 40 

UT leO IF 1=14 THEN IF C¥>0 THEN C¥=CV-1N 
CSGOTO 40 

DP 110 IF 1=13 THEN IF CY<VM THEM CV=CV+1 
NCI GOTO 40 
OK 115 GOTO 40 

EZ 120 LSEL=L5eL+l:K(LSELl^CMIVEL1EL9=VH- 
CVS PSEL = P5EL“1 

JR 130 COLOR I'CUlPLOT CM,CV:IF LSEL=2 T« 
EH GOSUS SOB 

UD 140 IF P5FL=0 THEN 5PF=0:RETURN 
BO 150 GOTO 40 

YN 160 1=PEENC7043fIF ZC>22 AND I<>43 THE 
N SPF=1IGOTO 210 
H5 170 IF L5EL=0 THEN 200 

RI 180 IF 1 = 2Z THEN CH=.CH + IHT C (K EL5EL9-CK 
I 7Z3 

GI 190 IF 1=41 THEN CY=CY*INTCttV»-YELSEL 
I 3-CY172> 

MV ZOO PONE 764,255:GOTO 40 
IF 210 IF LSEL^a THEN RETURN 
YH 220 FOR 1=1 TO LSELLLDCATE KCI3,¥M-Vei 
I,CU:COLOR 1-CV 

SP 230 PLOT H(13,VH-YCl);NEXT I 
II 240 L5EL=0IRETURN 
IT SOO REM AUTO CLIP 
DG 310 POKE CLIPU,YM-Y(23 
ZN Sze POKE CLIPD,Y(2) 

TD 330 IF KCZ3>Z55 THEN ISO 
DJ 340 POKE CLIPL,KCZ) 

TZ 350 IF HH-K(Z3>Z55 THEN 390 
LR 360 POKE GLIPR,KM-MC2) 

ZN 370 SETURN 

CC IBO POKE CLIPL,ZSSSGOTO 350 
HK 390 POKE CLIPR,255:GO TO 370 


KA 4B0 REH MAIN FLOW ^ 

UN 410 REH LOOP TILL KEY PRESSED 
PG 415 TRAP 760 

CU 420 IF PEEKC7G43=255 THEN 420 
CO 430 REM STORE KEY AND RESET 
UO 440 KV=PEEKC7643fPOKE 764,255 
GI 450 REM CHECK FOR S,I^C,H DR 0 
AV 460 IF KV=6Z OR KY=13 DR NY=ie OR KV=5 
7 00 Ny=0 THEN GOSUB 700;G0SUB 21«:PSE 
L=2!KYST=KV:GOSUe 30!GOTO 400 
lU 470 REH CHECK FOR T,E OH M 
UK 4S0 IF KY=45 OR NY=42 OO KV=37 THEN GO 
SUB 7aB;G0SUD 210;PSEL=3:NYST=KV;GOSUB 
30:G0TO 400 

HT 490 OEM CHECK FOR -,=iF, OR R 
YU 500 IF KV = 14 OR KV=:15 OR KY = 7 OR KY = * 
THEN GOSUB 700:KVST2 = KYlGO TO 650 
KT 510 REM CHECK FOR D*3,N,R,1 DR 2 
OT 520 IF KY=47 THEN GOSUB FOBlGOTO 4000 
MU 530 IF KY=26 THEN GOSUB 700?GOSUB 3000 
JGOSUB 3110!GOSUB 3150!GOSUB 3020;GOTO 
400 

2A 54B IF KY=3S THEN POKE HTORRH,1rGOSUB 
70O£CaTD 400 

UA 550 IF Ky=40 THEN POKE HTORRN,0iGOSUB 
7OB£C0TO 400 

ZR 560 IF Ky = 31 THEN POKE BAKLIT,0 IGOSUB 
7eB»G0SUB 3170±GOTO 400 
AH 570 IF K¥=3fl THEN POKE BAKLIT,1:GOSUB 
700!GOSUB 3170:C0TO 400 
PV 571 REH CHECK FOR A,F OR G 
TD 572 IF Ky=63 THEN GOSUB 700:GOSUB 3000 
17 “ENTER FILENAME '*;! INPUT FNSiGOSUB 
3020:POKE 764,255!GOTO 400 
GK 573 IF Ky = 55 THEM GOSUB 700:IN40B = 01 GO 
SUB 2000:GOTO 400 

zr 574 IF KV=61 THEN GOSUB 700!IH4D0=4!GO 
SUB 2000:GOTO 400 
FR 575 REM CHECK FOR U 

KA 576 IF KV=46 THEN GOSUB 700!GOSUB 4500 
:G0T0 400 

RH 500 REH CHECK FOR D 
UK 590 IF KY=5B THEN 620 
YF BBO REH IGNORE ALL REST 
HR 610 GOTO 400 

OK 620 REH CHECK ALL SELECTED FOR DRAHING 

FK 630 IF SPF=L THEN GOSUB 73«:GOTO 400 

UF 640 GOSUB lOOOlGOTO 400 

F¥ 650 HEM CHECK SELECTED FOR CLIP 

FO 660 IF SPF=L THEN CQSUB 730!GOTO 40B 

DJ 670 COSUB BOO:GOTO 400 

JH 700 REM BEEP OK 

FL 710 SOUND 1,30,lO,B;FOR S=1 TO SOtHEMT 
S 

OB 720 GOTO 750 
LQ 730 HEM BEEP ERROR 

EL 740 SOUND 1,50,6,0:FOR S=1 TO 150:NEKT 
5 

RY 750 SOUND 1,O,0,O!RETURN 

JU 760 GOSUB 3020{GOSUB 730!CLOSE S3{GOTO 
400 

OV SOO REM CLIP 
OA Oie PSEL=1;GOSUB 40 
OR BZB IF SPF=1 THEN SPF=0:RETURN 
RD 830 CU = yH-Cy-Yt23 ;CD=¥ (23-VMFCV!CL = MC2 
1 -CK:CR = CH-K CZ3 

JE S40 IF KVST2=14 THEN IF CU>=e AND CU<2 
56 THEN POKE CLIPU,CU?GOTO B9B 
VC 850 IF KVST2=15 THEN IF GD>=0 AND CD<2 
56 THEN POKE CLIPD,CD;GOT0 fl90 
BF 060 IF KYST2=6 THEN IF CL>=0 AND CL<25 
6 THEN POKE CLIPL,CL;GOTO 890 
PI 870 IF K¥ST2=7 THEN IF CR>=0 AND CR<25 
5 THEN POKE CLIPR,OR!GOTO B9S 
II BBO GOSUB 730:5010 900 
ZG 090 HEM HO ERROR 

OL 900 LOCATE K (LSCL),VN-YCLSELI,CV?COLOR 
1-CUlPLOT MCLSEL3,VM“YtLSEL3 
UB 910 LSEL=LSCL-1{RETURN 
OK lOOe HEM DRAMING ROUTINE 

ND 1005 GOSUB 7001GOSUB 2l0;REM ASSUME DK 
AN IBIO IF KYST=62 THEN PRD=IHTCSOR(CH(13 
-H (23 3 a 2+tV(13--Y (21 3 *2) 3 : GOTO 1055 
UO 1020 IF KYST = 4S THEN PRl = INT CSOR C (H (33 
-K(Z13 *2* CVIS)-VCZl1 ^213 :PnO = lNTISQR CC 
Kdl ^M (Z3 3 a2+ (Y (13 -Y (2 3 3 ^23 1 I GOTO LOSS 
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OO lom ir KY5T-42 ftlEII PH(l = flilS CK C13-« f2J 
) : PIH= (PftO-ZWftBS tv t33-Y t21 3 3 :liPTO 195S 
RD laSi IF fCVSt-37 THEH Pfl:0 = ftBS IV til -V 121 
3 :PRI= CPHW-2»*B5 CK t3»-H1231> !GOTO *055 
Utl 1040 IF KV^T = 1I tHt» PROrOBS tK 111 "K 123 

lFflB^C¥(l3-VC2JI!PBI=IP®0-2»fl05t¥tl3-¥ 
CZ333^GOTO 1055 

TP 1041 IF K¥^T = 57 THEM PRO-OBStYtl>“V 123 

;PHI= I PH 0-2*005 tHtl3 -K 

C2333;GOTO iOS5 

¥E 1050 IF KY5T = 18 THEN PIILeH=:OB5 IY E1 3 “Y t 
23 3 ;PRD = aB5CK C13-W123 3 
5C 1051 IF ltV5f-a THEW PHLE»^*B5 IK 111 “M ( 2 
33 ;PB&=flB^Ey tl3-Yt211 
C5 1055 POKE HyrlftG, 12®J IF 1fY5I=57 OR ltY5 
1=0 OR |CY5T = I7 THEB POKE MWFLOC.O 
OB 1050 REM HQH CHECK UALUE^ 

OO 1070 IF PRI>=PR0 THEH 1210 
JM 1080 IF PBO>ZSS THEM 1230 
KC 1020 fF PHLEH>255 IWEK 1230 
UU 1100 IF PRl>255 DP PRI<0 THEN 123* 

CH 11*0 IF POOZ55 OB: PR0<0 THEH 1230 
flZ 1120 HE« P055 VflLUEB TO OiiEMBLEft 
GA llSO POKE HCENTFl.IHTC*Ct2>/^25*l 
HG 1140 POKE KCEHT , K £21-255»IHT £Hf23/255> 
iPOKE VCEHT,Y£Z3 

OH 1150 POKE aD,PRD;POKE HLEMjPHUEH 
HR 1160 POKE BX*PR1SPOKE ftO^PBO 
OJ 1170 REM CALL BOUTXHEi 

GV llOO IF KV5T=*2 tMEH A-UiRt5PHl^RETUBM 
JI 11^0 IF KV5T=45 TMEB A=U5R (TOPTJ ^ RETUR 

M 

ro 1200 IF KV5T=42 OH KVST=37 THEH A=U5B1 
EOGT3:nETUBN 

ZY 1210 IF K¥5T = 1S OB HY5T=S7 THEIt A = U^O t 
5PLJ;RETURH 

JJ 1220 IF KV5T=10 OH KV5T = 0 THEM A:=U5R tC 
VL3:RETURN 

TO 1230 REM EHUOLID VALUE 

LO 12*0 GO5U0 730;PBI=0:PftO=l 

Dl 1250 PRD=0 1 PHLEII = 0 S fiOSUB 210:RETUBH 

OA 2000 REM FlLE7GEf SCREEN 

GH 2005 restore 

IK 2010 FOB J=l53b TO 1550:BEAD A: POKE J, 
AlHEMT J 

IK 2020 OPEM B3,lH4O0,O,FHS 

NO 2030 TUAT=PEEKI5t03 +PEEK *5611*25* 

SH 2040 RAMTOP=PEEKtlO*3*256 
UH 20SO TV5IZ=BAMT0P^IVAT 
KG 2060 5IIHI=INTtTU5IZ/256J, 

OK 207* 5IZLO-IH1£TV5IZ-25e*5IZHl) 

BH 2BBO TVANI=1HTITUAT7Z563 

DA 20201 TUALO-INT £TVA1-256*TVAHIJ 

JG 2100 POKE 004,TVAL0 

cs 2110 POKE 665,TUAMI 

TG 212* POKE ail0*5lELO 

MS 2130 POKE OOSjSIZHI 

fiV 21*0 A = Ui5S tlS36j IN40B + 3> 5 CLOSE 03 
AR 2150 RETUBH 

05 2160 DATA 104j2*1* 1j2***i* jI®^^ 
,114,3,1*2.46.32*06,220,133,213p167*0, 
133.212,76.0 

JL 3000 BEM SETUP TENT HIHDOH 
BM 101* GRAPHICS *0:2 S7 :? ; RETURN 

BF 1020 HEM BEHOVE TEKF I4IHDOH 
PZ 3030 graphics SOtSETCOLOR Z.O.OtSETCOL 
OR 1,0*15; RETURN 

DO 10*0 REM CLEAR SCBEEHr^SEl CURSOR 
VA 105* graphics 2*:SETC0L0H 2.*,*:SETC0L 
OR 1,0.15 

ZN 30*0 CK=INTtKM/2J;CV=IMTIYM72>iRETURN 
DR 3070 REM ASK/CHECK Y/H 
HY laao ;? l? :2 n5;iIHPUT AS 

FU 3*70 IF AS<>‘*V AHD AS<>“H" THEN COSUB 
730:0010 3080 

DH 3100 POKE 764.255JRETURN 
SE 3110 HEM GFT SHADE VALUE 

PZ 3120 r S? :2 :? IT "EHTER SHADE, 0-HHl 

TE TO 64-OLACK ■^IlINPUT PVALUE 
OP 1130 IF PVALUE<0 OB PVALUE>B* THEN COS 
UB ZlOlGOTtt 1120 

RR 31*0 POKE UALUE+1. 0 IPOKE VALUE.RVALUE: 
POKE 76*,255 ;BETURN 

lO 3150 BEM SET UNIFOBM SHADINGECUHVES3 

LO 3160 POKE 7*77,76JBETURN 

EM 3178 REM SET HOBHAL SHAD KMC(CURVES5 


GK 3100 POKE 7*77,** : BETURII 
FZ *000 BEM O PRESSED 

FR 4010 GOSUB 3000:OS = "AHE YDU SURE 
“;G*SUB 1070 

05 4*20 IF AS = ”Y" THEN GOSUO 304*1 GOTO 40 


40 

yv 401* GOSUB 3020 

UP 4*40 POKE 764.2551**10 400 

iB 4500 REM H PRESSED 

TC 4510 CK = INT eCH7*l»e 1CY::INT teY/0T*B 
GO 4S20 HM-HM-0;¥M=VM-asIHC^e 
TM 4530 PSEL^llGOSUB 30 S GOSUP 210;HM—JtM+B 
iYM-YM+S;INC=1 

DF *640 IF SPF=1 THEN RETURN 

FB 455* 6PSUB lOO* S ? *‘TENT tUPTO 283 "JSIN 
PUT OS!GOSUB 3020 

LE 4560 5CRN = PECK£885+2S6RPEEK1071 :DIS=€C 


H7*l+CYP40 

RL 4570 LCN=SCftM*DlSSIF plS+LEHfO*5>7408 
THEH GOSUB 730:RETURN 
AV 45*0 FOR CHAR^^l TO LEM£QS1 
AR 457* ftS-OSCCHAft.CHARIIV^ASCEAST 
ZH *600 IF V>±27 THEM V^V-II* 

KG 4*10 IF V>3± AHO U<76 THEM V^V-lZlGOTO 

4*30 

NH 4620 IF U<32 THEM U=V+64 
OP 4610 CL=57144+V*B 
HH 464* FOR BYTE=* TO 7 

HL 4650 POKE LCM+6VTE*40,PEEKCCL+BYTET 
TD 4*60 HEHT BYTE 
OF 4*70 LCH-LCN*! 

JL *680 HEKT CHAR 
BP 467* RETURN 
HF 6**0 REM LOAD OBJ FILES 
HI 6010 TRAP 5070 

RC 5020 OPEN Wl , 4 , 0,FMSIGET BI.ViGET B3,V 
IL 5030 GET tt3.V;CET »3,MtADSTAHT=256RM+U 
A* 50*0 GET m , VI GET tt3 . M; *DEH0 = 25*»*M+V 
HA S*SO ADCUR=ADSTART 

PV 506* GET tt3,VIPOKE A&CUH,VIADCUR=ADCUB 
FI 

ZC SB70 IF ADCUR<=ADEND THEN 5060 
OU 5080 GOTO 5*30 
FC 6*70 CLOSE HI:RETURN 

EU 30000 BEM SE'tUP PARAMETEB ADBBESSES AM 
D defaults 
CD 10005 VALUE=I0504 

VD 30010 MTORHH-VALUE+2iPOKE HTORRH,! 

FU 3002* IIO5tAL = MT0RBN + l;POKE NOSCAL,* 

KS 3*030 KCEHT=H0SCALF3:P*KE HCEHT.lBOtPO 
KE HGEHTFl.O 

EP 3***0 YCENT=KCEHT+5!B0KE YCENT.76 
AA 30050 RD = VCEHT«-B : POKE 00,50 
LD 30060 CLIPL=AD4*:POKE CLIPL,255 
RH 30070 CL1PH=CL1PL+1IPOKE CLlPRjZSS 
ah 30000 CLIPU=CLIPHFl:POKE CLIPU.255 
SP 3007* GL1PD=CLIPU+1:PONE CLIPB,266 
LM 3*100 BAKLIT=CLrPD+2:POKE 6AKL1T.0 
RH 30110 MUFLAG^BAKLIT+IIPOKE HVFLAG.IZO 
UU 36120 HLEH=HUELAGT6SPOKE HLEN.60 
KA 30130 RO=HLEH+S:POKE BO.40 
CK 30140 BI=HOFliPOKE RI,ZO 


EA 36160 RETURN 

OO 30568 REM SETUP ROUTINE ENTRY POINTS 
YN 30510 CYL=8366 
CU 30520 SPH=8377 


JR 
YL 
IH 
EM 
HD 
VO 
A J 

RE 

MG 

KH 

Fl 

G1 

DJ 

TH 

IT 

DZ 

HV 


30530 

30540 

36556 

36566 

30566 

30616 

10626 

13 

36636 

POKE 

30700 

30720 

30730 

30740 

310*0 

E IT 

31010 

31020 

31030 

31040 


EDCT=OS55 

T0PT=B6B8 

SPLca777 

return 

REM SETUP 

GOSUB 30060:GOSUB 306** 

DIM K£4>,Vf4>.FNS£17J,OSt20>,A$< 

YM=1711km- 317]SPF=1iPR*=1:INC=1: 
764. 255:GOSUB 3040 
REM DISPLAY TITLE 
REM LOAD ASSEMBLER 

FMS=''D I ASSEMl , 3D" ICOSUO 5O0* 
rN$ = '^*D : ASSEH2.1D*« E GOSUB 5008 
rEM display loaded MSG THEN ERAS 

GOSUB 3048lCH=10*iCV=76 
a6="PnOGRDM LOADED"IGOSUB *560 

fOR 1=1 T* 1O0;HEKT 1 

GOSUB 3**0sEN6="ZZZIZ”!GOTO 400 
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in association with TELECOM GOLD 


Jijjri MirrriE.iriik - and vuur mlcru to ^enid 
4'lf!(.1rHfiivic; riitdil, gn iclMih€jp(>ing, btmk 

tht'tftrir j^id raiJ mad the latent mtcru neu'%,^fofni yoLiJ 

uwn exclu^tve cUvwd ue^r giroup ^ .*-even w v\a uretiLte to the 
USA ^o chat in resJ time t<i wlhfff Miwurt «/tth flmlJai Intere^tt 39 
And it\ a\l easy 39 making a^phuhe caJI! 

An you need to MlCfOi.Uik urith yuuT mkira Ih a^mudernt 

, appropriate software and a tejephone.' 

Hoii^ muc h does'ft tost? 

4 Slandiri^ charge ol a month. * Connect ^har^e* of 3,6p # 
mir^te (between 7pm and Sam weekday^ and all Saturday 4^d_ 
i>undavh I Ip ^ mkiute during office hours. 4 Cost uf Icie4l 
phone- (.all (London areaj ot cheap-ra(e PSS (t'HJra It.Sp a 
minute):. ^ ■ + -- . _ 

Xileiie ure Hattie chdrg£s. Moil MIcnoLfrrk/ncffJties tflic 
' /nrfud'Ing septitrig meisoge* do vihrr people on the system. 
fzxtTXiti tire.-* 

Tefex.^hnSp per tiers-(UK), Hp.pef 100 (Europe). Ifip 

per iU0JP4. Am^ica). El .25 per 4^ (r.est of the world), £2-75p 
• peT40t) (ihtps at sea). a onte-onfy telen registration fee ot 
* * £irt. ' ‘ .■ 

7efeme.i.iugrv 1^1.4^ fur up lo 350 words. :(^n llluslrated 
greetings card (for weddirigs. blrfhdayv. etc) costs an eHtra 7Sp, 
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LEATHER GODDESSES OF 

PHOBOS 

TRINITY 

MOONMIST 

All from INFOCOM on diskette 

Prices around £25 on 8-bit and £30 on ST 


Infocom continue to produce an utireleniing flow ol 
superb text adventures, or as they call them ‘Interactive 
Fiction". After the arduous Spellbrcaker and the cniettaining 
Ballyhoo in the first half of 19S6, they released Trinity (ST 
only) in September, I'he Leather Goddesses of Phnhos in 
October, and jMot>nmist in November. All of the games have 
the unmistakable stamp of Infocom quality, even down to the 
packaging (the Leather Goddesses actually includes a 3-D 
Comic with 3-D glasses and a Scratch *n' Sniff sheetE). 

WHAT IS AN INFOCOM? 

Just in case anyone out there hasn’t had a chance to try 
□n Infocom adventure, let me try briefly to explain some of 
their features. As 1 said, the quality starts with the 
packaging, this always includes a few novelties which may or 
may not contain clues to the adventure. It also contains a 
comprehensive Instruction manual, which’not only provides 
an introduction to the adventure and a description of the 
types of sentences which the program can understand, but 
also some tips for novices on how to enjoy and solve 
ad ventures, and a sample transcript and map of part of an 
adventure, so that, even if you have never played anything 
like this before, you can very quickly get a good 
understanding of what it is all atMiui. Even experienced 
adventurers can benefit from reading the sample transcript, 
as it nearly always contains some ideas which arc relevant to 
the adventure! 

The quality continues into the playing. Since it is 
primarily a game, and games are supposed to be fun, 

Infocom take care to ensure that all their games have a liberal 
sprinkling of humour. It is very rare that you won’t get a few 
laughs out of every session. The other aspect of the fun in an 
Infocom game is that you can type in virtually anything 
which is relevant to the game and follows the syntactical 
rules described in the manual, and you will get a sensible 
answer. The vocabulary is alw ays enormous and the ability 
to understand different ways of saying things is excellent. 
One of the best aspects of Infocom is that they are fairly 
exhaustive in thinking of all the things that you might try 
and do and supplying resptmses to them - often in a 
humorous or misleading way! 

As you play an Infocom Interactive Novel the story 
unfolds around you, confronting you wfith pux;tles at every 
turn. Any frustration you experience will normally be due to 


John Sweeney looks at 
Infocom’s latest while our 
regular columnist Garry 
Francis takes a break 

your own limitations rather than the program’s! lnft>com are 
usually reasonably fair as well in that the problems you will 
meet will normally have logical solutions and they do try to 
provide clues to most of them somewhere in the game. 

So, if yo-u have been frustrated in the past with other 
adventures w^herc you knew exactly what you wanted to try 
but you couldn’t guess the right words to tell the program 
what you wanted to do, try an Infocom - if IT doesn’t 
understand you then you are trying the wrong thing. 

So to the individual games. 

MOONMIST 

Moonmist is an Introductory level Mystery, written by 
Stu Galley and Jim Lawxeiice who wrote Witness and 
Seastalker. This is Infocom’s third Inmiductory story 
"‘written for everyone from age 9 up’\ I believe it is their 
best attempt yet at producing an adventure which a young 
child can play and enjoy easily- As usual with their 
Introductory games they provide a map of most of the 
locations - in this case the rooms of an old Cornish Castle. 
Movement is made very easy since the program will accept 
commands such as ‘GO TO DRAW’ING ROOM’, and a lot 
of redundant commands are eliminated, e.g. if you are 
outside a secret door and you have found the lever then a 
simple directional command such as "E" will work - the 
program will automatically pull the lever and open the door 
for you. 

The game starts with you outside Trcsyllian Castle. 

Once you have solved the first problem (or even if you 
haven’t — it is Introductory level after all!) the butler will ask 
you for your name and title. Your response to this will 
determine your sex for the rest of the game - the various 
characters will address you appropriately by name and title. 
Your friend Tamara will then welcome you to the castle and 
introduce you to the other guests. She is the fiancee of the 
Lord of the Castle and is rather worried by the attempts on 
her life that have taken place recently, especially since the 
Lord's previous fiancee, Deirdre, is missing believed dead! 

The legendary Ghost of the White Lady has been seen 
around the castle lately, and over dinner you discover that 
there is a treasure hidden somewhere in the castle as well. 

So there is plenty for you to do! Apart from exploring 
the pans of the cantle not shown on the map and searching 
for the secret passages hinted at in the brochure, you must 
follow a trail of clues to find the treasure, unmask whoever 
has been threatening Tamara, and discover who or what the 
Ghost is. There are seven other people in the castle, not to 
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tnenikm iht butler and the maid^ and is Deirdre really dead - 
her body was never disenvered? 

The game gives plenty of help along the way and none of 
it is particularly hard^ so experienced adventurers shtjuld 
hnd it fairly easy but nonetheless very enjoyable, Howeverj 
once you have finished you are only a quarter of the way 
through the game! There are actually four different scenarios 
- each one involving a different treasure, villain and ghost! 
You determine which variatitm you are playing by telling the 
butler what your favourite colour is at the beginning of the 
game. Although the variations follow fairly similar patterns, 
there are enough tw ists to keep you busy for many more 
hours. All in all an excellent introduction to the art of 
adventuring. 

THE LEATHER GODDESSES OF 
PHOBOS 

The Leather Goddesses is intended for a rather different 
audience! It is a Standard l.evel Fantasy written by Steve 
Mererzky who wrote Planetfall, Sorceror, The Hitchhiker’s 
Guide to the Galaxy (with Di}uglas Adams) and A Mind 
Forever Voyaging (ST only). With a pedigree like that you 
can be sure you are in for a treat. The narrative is very much 
in the style of the pulp magazines of the thirtieSj and very" 
reminiscent of Edgar Rice Burroughs' Trincess of .Mars’. 

The game has three modesL Tame^ Suggestive, and lx;w"d! 

You have to tell it your age if you want to play in Lewd 
mode! 

The game starts in Joe’s Bar in Upper Sandusky, Ohio, 
in Assuming that you manage to get to the toilet in 
time, you will visit the Jungles of Venus, the Deserts of 
Mars, the cold reaches of Outer Space, and the arching 
towers and curving domes of the notorious Pleasure Palace of 
the Leather Goddesses of Phobos (do be sure tt> ask the 
assassin about them in order to learn the origin of the name). 
Oh yes, you get to visit Cleveland too! 

After determining your sex by visiting the appropriate 
toilet you are captured as an experimental subject doomed to 
an unspeakably painful death to help the Leather Goddesses 
in their efforts to enslave humanity. Naturally you escape. 

You also rescue another prisoner who has a plan to build a 
Super Duper Anti-Leather Goddesses Attack machine, if 
only you can provide a commtm household blender, six feet 
of rubber hose, a pair of cotton balls, an 82 degree angle, a 
head tight from any 1933 Ford^ a white mouse, a photo of 
Douglas Fairbanks or Jean Harlow-, and a copy of the 
Cleveland Phone Book! Simple, ch? 

So off you go on an interplanetary scavenger hunt. The 
situations, problems and puzzles arc all up to lnfocom''3 
usual standard. The humour is even better than usual, as you 
would expect if you have played any of Meretzky’s other 
games. And you can have even more fun by comparing the 
text and resptmscs in the three different mt>des! 

One excellent feature of the game is the maze. When 
Infocom put a maze in a game they always make it just a little 
bit different in some way. This one is no exception. It 
appears at first attempt to be completely insoluble. At seeond 
attempt you will prtjbabH decide that it really is insoluble, 
despite the fact that the package actually ctmtains a complete 
map of it! The fact that you keep being attacked by beetles 
and crabs doesn’t help, but the main problem is the Martian 


alligators that keep swallowing you! There is of course a 
solution and you will eventually discover the fabulous 
treasure stored in the Burial Chamber of the Sctrei 
Catacombs - w"on^t you? 

The game’s finale is truly amazing. Be sure to play it 
both wdth and without all eight items - it is completely 
different! I can thoroughly recommend this to all 
adventurers everywhere. This is yet another of those 
marvellous adventures W"hich have been known to finally 
persuade xAtari ow^ners that they really do need a disk drive! 

TRINITY 

Last, but not least, is Trinity. The bad news, for those 
of you who have only got eight bits, is that this is an 
Interactive Fiction Plus. It will not run on an 800XL or 
130XE. You w ill need an ST. The good news, for those of 
you with nine bits or more, is that it is even better than 
Infocom’s usual standard in richness of vocabulary, 
responses, text, etc. h is a Standard Level Fantasy written 
by Brian Moriarty of Wishbringer fame. 

It looks like a standard Infocom Interactive Novel in 
most respects, but they do make slightly more use of the 
screen's eapabilitics, for example certain of your actiems will 
cause quotations to appear in a small window in the middle 
of the screen, and the name t>f the location you have entered 
is highlighted so as to stand out better from the masses of 
text found in all Infocom games. 

Trinity was the code name for the first atomic 
experiments. The game starts at iht: beginning of World War 
III. Assuming that you succeed in escaping from the 
holocaust you will find yourself in a strange land full of 
strange artifacts and numerous enormous mushrtxims. Once 
you have discovered the secret of the mushrooms and the 
giant sundiLil which dominates the landscape you will be able 
to visit six other times and places at which atomic explosions 
took place, including, finally, the McDtinald Ranch w^here 
the very first Atomic Explt}sitin to<.ik place. 

The problems arc as ingenious as ever. I espedaliy 
enjoyed w"orking out how- to survive after stepping through a 
mushroom door and finding myself cither falling from a 
height of I4t)0 feet towards Nagasaki, or in orbit around the 
Barth with no protection! 

IN CONCLUSION 

None of the Infocom games are perfect, there is always 
some sentence that you think they should understand, or 
some problem that you think has a slightly dubious solution 
(although in hindsight you can’t really see why you didn't 
think of iry"ing it sooner!), but I have yet to find any other 
adventures which give so much pleasure, both in the 
experience of playing them and in the satisfaction gained 
from solving the problems. Infocom now" have three 
Introductory I.evel,ninc Standard Level, six Advanced 
Level, and four Expert Level Interactive Novels - a total of 
22 games. Five of them are Mysteries, nine are Fantasy, five 
are Science Fiction, and three are Tales of Adventure. 1 have 
no hesitation in recommending any of them to anyone 
interested in an entertaining challenge. 1 look forw"ard 
eagerly to their next Interactive Novel, Hollywood Hijinks, 
in early 1987. « 
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40 More Great Flight 
Simulator Adventures 

Compute! Publications 

A Book Review 
by John S Davison 

Yes, foll^Sj he’s done it againi Charles Gulick, that 
legendary Flight Simulator 2 (FS2) explorer pilot has wriiien 
a sequel to 40 Great Flight Simulator Adventures (as 
reviewed in Issue 21). 

*40 More’ follows the same format as its predecessor, in 
that it’s w ritten as if the author is sitting next to you in the 
aircraft, talking you through each scenario as you fly it. Bach 
adventure is laid out in the same way tot}, starting with a 
screen shot taken from the scenario, follow'ed by FS2 editor 
values you have to key in to set up each flight, and finally the 
instruction text. Again, as in the original, the text has graphic 
symbfols against it showing at a glance when you have to take 
over control, or perform a specific action, or look outside for 
something special. 

40 More starts with a foreword written by Bruce 
Artwick, the author of FS2 (again, reviewed in Issue 21). 

This gives some fascinating background information about 
the simulator and its development. For instance, did you 
know it began life in 1979 on an Apple computer as a 
graphics demonstration? Or that there have been 21 versions 
in total, which between them have sold over ONE 
MILLION copies! 

Charles Gulick then takes over with a section on how to 
use the book, tips on flying the scenarios and general 
instructions on how to save editor values to disk so you can 
reload them at any time without the hassle of keying them all 
in again. Then, it’s off into the first adventure. 

Let me say now that many of these adventures require 
more advanced flying skills to complete successfully than 
those in the first book. A number of them are really advanced 
flying lessons rather than straight exploratory flights or 
acting out fictional storylines, although there are plenty of 
these too. For instance, there’s a whole scries of scenarios 
concerned with accurate, realistic take-off, airfield circuit 
pattern, and landing procedures using Spanaway airfield, 
near Seattle. These use the procedures and controls you’d 
use in a real light aircraft - the aim is accuracy and realism, 
to get you flying the simulator as you would the real thing. 
This is no game, it’s deadly serious stuff for the true FS2 
aficionado. 1 found I had to practice for several hours before 
I could fly touch-and-go circuits of Spanaway in the Gulick 
approved manner. 

For light relief following this, the next scenario has you 
flying from Chino to San Diego in California, when a snag 
develops. Your elevators and flaps become unusable, so you 
have to make the whole flight using only engine power to 
climb and descend. You have a very strange companion on 
this flight, who tells you what to do and when, but he 
vanishes when you’re safely on the ground at San Diego! The 
landing in this scenario is unbelievably stressful - do I really 
do this for fun and relaxation? 

Another series of scenarios makes use of the World War 
1 wargame area, but,, .you’re flying in your modern Piper 
Cherokee Archer rather than the usual WWl biplane. One of 
these scenarios has you flying through the open ended hangar 



that’s a feature of one of these airfields. Another has yi>u 
exploring strange *mirror images’ of the WWI area which 
seem to be scattered about that part of the FS2 world, flying 
over (into, if you’re not careful) the mountains from outside, 
to enter the former war zone. 

One of my favourite scenarios involves flying from 
Bremerton National in Washington state, along a waterway 
to the Hood Canal, then following this all the way to 
Admiralty Inlet on Puget Sound, before landing at 
Snohomish County^ airfleld. 

As in the original book, some scenarios are short, like 
the engine failure on take off from Fallbrtjok Airpark in 
California. Others are very long, like the attempted flight to 
the North Pole. This one is quite boring, in fact, as there’s 
not much for you to do or see. It's really an experiment to 
probe the limits of iht FS2 world. 

Then there are the pure FS2 phenomena exploration 
flights, like in vestigating the nature of clouds and looking at 
strange FS2 scenery bugs. Also, those that push FS2 to the 
limit of Its simulation abilities, like inverted flying, and the 
fun scenarios, like landing and taking ofT from Manhattan 
Bridge in New York! 

All scenarios but one use the standard scenery disk 
supplied with the FS2 program. The odd one uses one of the 
new accessory disks, covering the Dallas area. I still haven’t 
managed to get my hands on these extra disks yet. Sublogic 
have begun advertising them in Antic Magazine, so I assume 
their release in Atari format is imminent. 

This bcxik has over 60 pages more than rhe original, plus 
reprints of the FS2 navigation charts in the back. It’s cheaper 
than the original at just £8,95. If you're an FS2 enthusiast, 
you must have at least one of these books. If you’re a fanatic 
like me, you shouldn’t be without either. They’ll multiply 
your enjoyment of FS2 many times over, and give you many, 
many hours of additional pleasure. 

Postscript! I recently discovered a way to get even more 
enjoymeni out of FS2 and Charles Gulick's books. This is by 
using real maps. On a recent trip to Foyle’s famous bookshop 
in London, I discovered a series of tourist maps of different 
areas of the USA, published by Rand McNally. I’ve also 
seen them in Heffers bookshop in Cambridge. These cost 
under £2 each, and show most of the scenery features 
appearing in FS2. When Charles Gulick tells you you’re 
flying over Lake Washington, just passing Sand Point, you 
can actually see from the map that it’s for real! These maps 
aren’t as good as proper aviation maps, but they’re much 
cheaper and easier to obtain. ^ 
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Steve Pedler concludes his 
article on disks with a sector 
editor you can use as is or as 
the basis of your own super 
utility 


A& I said in the last issuer I have written a simple sector 
editor and here it is! One of the best ways to put all that infor¬ 
mation from issue 24 into perspective is to expetirnem with 
some of your own disk^ This sector editor will allow you to 
perform direct sector access. Instructions for use are supplied 
below- 

I suggest you ejeperiment with a test disk you don’t mind 
losing until you know bow it works. To be safe^ the program 
will not perform any disk write withouc double checking with 
you first. Some suggestions for use include examining and 
changing directory sectorsj the VTOC, file link data and so 
on. Just refer back to issue 24 for guidance. 

Feel free to improve the program and add more features 
such as file tracing and deleted file recovery. Why not send 
your improved versions to Page 6? 

Instructions for use, 

Type the program in and check it with TYPO III* then 
save a copy before running it. I’hc program contains two 
machine language subroutines and mistakes in these may 
cause the computer to lock up. 

On running the editor, you will first be asked for a sector 
number. This should be in the range 1 - 720 for a single 
density diskj and 1 ■“ 1040 for an enhanced density disk. If 
you enter a sector number greater than the maximum limit 
the program will give you an error message. However, if you 
enter zero (remember that sector zero doesn't exist) you will 
be sent to the disk utilities menu. More about this later. 

The editor will then read the sector and display it on the 
screen. If you entered a directory sector (361 - 368) the sector 
will be printed in eight rows, each row corresponding to one 
directory entry. The first hve bytes of each entry will appear 
in decimal form, the rest in ATASCIl form so you can read 
the filename. If the sector was not a directory' seaor, it will be 
shown as 16 rows of eight bytes in decimal form. Machine 
language programmers may like to convert this so that the 
values appear in hexadecimal. Across the top of the 16 by 8 
matrix are the numbers 0 -7, and down the left side the 
numbers 0 to 120 in steps of eight. This is so that you can 
calculate the position of any byte in the sector by adding the 
appropriate row number to the column number. 

Under the sector display you will see the prompt 'Com¬ 
mand?', At this point you may press one of four Control-key 
combinations (there is no need to press Return). These are: 

CTRL-R - read another sector. It will send you back to the 
beginning of the program so that you can view a different 
sector. 

CTRL-W - write this sector to disk. Usually used when you 
have changed something in the sector. The program will first 
ask if you are sure you want to do this before w^riting to the 
disk. Respond with a to confirm^ any other key will simply 
redisplay the same sector. 


DISK 

SECTOR 

EDITOR 


CTRL-F - display file link data. For any sector other than a 
directory, VTOC or boot sector (none of which have link 
data) thi^i command will extract the sector link data from the 
last three bytes of the sector and display it on the screen. I’his 
saves you having to do it manually. 

CTRL-C change the sector. You will be asked for the 
number of the byte you wish to change, which can be deter¬ 
mined by adding the numbers for the row and column the 
byte is in. The current value of that byte will then be shown, 
and you will be asked for a new value. The sector will then be 
rcdisplavcd complete with new value, but note that the 
change is only in memory. Nothing will be written to the disk 
until you specifically instruct it. You may make as many 
changes as you like to a sector and then do just one disk write, 
which will make all the changes on the disk at the same time. 

In order that you can see the effect of the changes you 
make without going to DOS, 1 have included a set of the basic 
disk utilities (read directory, lock and unlock file, and rename 
or delete file). To access these utilities, enter zero when you 
are asked for a sector number to read. A short menu will be 
shown, and you should press one of the number keys 1—6 
(without Return) corresponding to your choice. Pressing 6 
will return you to the main program. All of these utilities will 
only work with drive 1 as presently w ritten, but this would be 
easy to change. When asked for a file name, just type the name 
plus extender (if any). Do not add D: or Ul :, the program will 
do this automatically. 

1 hope you find this program useful. It is a very simple 
editor, and there is ample scope for extension and improve¬ 
ment. W'ith a little work this could form the basis of a very 
useful disk utility. 
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KX 1 BFM 


ni 2 REH w BAiSlC a l ftk Tiif- Fditnr # 
Zt S PEH ^ by SrJ. Pedler July 1906 « 

EB 4 REM * ---M 

IV 5 PEH tt PA4^E b HnbAZlHe - CHblAHD ■ 
Ctt b RtH ■HbUUl fW Iip f H 'H M HIWI WM W NH K Il CM M K H W H KR M 
AV 19 REH 

KE 39 CO^UB 174:REH initiaiiZ4^ 

LA 49 TPftP 930^7 ] PaSlT lAM Z,2:? "HhifT 

h Ivctar Ip rdpd'^; ; THPUT SCCNUH 
Ffl 59 IF 9EC«UH<1 THCH GOTO 1909 
HH 60 bC0MH-B2 : b05UB lOHiBEH rfni « S9CtO 
r 

HI 70 IF PEEK i:?7il Cl 1 THEH ? "Error ";PEE 
KE271I;" eccurredM":£atD i60 
KJ Bb IF 9ECRUn>36e AMD 9ECHUH<369 THEM b 
IREC=l:CDbUb SBBidaTO lOViREH PirRCtor 
V Sector 

BT 90 AIOECsBjEkuBUB 490FREIi Print sector 
to screen 

Hi. IBO PasttroH 2 ^ 213 ? "Cvnnond?"; :GET ai 

tU 

CD 110 IF K:;l THRK CD^^IIR 610; GOTO 100 ; REM 
cbinoP the sector 

HC 120 tr K=Z3 THEN G05UD BOOlGOTO IQOlRE 
H HTiip It bech to dish 
UZ 130 IF K=18 THEH GOTO lOiREH Pvad «not 
h*r tVTtor 

IZ 140 IF K^G THEH GOBUB BBOtGOTO 100:REH 
4iEP]*y file tinh data 
LO 150 GOTO 1B0 

JT 160 ? ^'Press Return to continue":IHPUT 
BHStiqnTO 40 
BT 170 REH Initialize 
HR iBB BRbPHrCS 0;PDKE 752^1 
QO 190 GETCOLDH I>I,10;5ETCDL0R 1,1,0 
UC ZOO DIH 5EC5C12B].CLEARfClZei,AH5flift} 
,NUH$C31 ,r9 140} ,riL¥C401 

OJ 210 5ECtcl}=*- ... . 

JECI 

AB ZZO BLEARSfl,l2B}=5EC¥ 

HZ 23B FOR J=0 TO 4:REAC KiPOKE 153B+4,H] 
HEKT J 

DH 240 bOtn 104^32.03,228,96 
£F 200 FOR J=0 TO 22;«Eno HfPQRE 160OtJ,K 
IHEXT J 

LH ZGO OATA 104,109,104,141,64,6,41,3,141 
,05,6,173,84,6,74,74,141,BB,Oh 96,0,0,0 
HH 270 0UFFEPI=:ADRC9ECS} :BUFHE=IHT CbilFPERZ 
2561 ;BUFL0-BUFPEII-(BurHlW2561 
PH 280 UPfW ai,4,0,"K:" 

ZQ 290 RBTURH 

CH lOB REH Set up ocB for sector read/wri 
t* 

HP 310 PORE 709,1 iPniiE 770,bCDnH:P0KE 772 
,BuFLDtraKF 773,nUFHI 
TL IZO SECHI=1HT fSECHUIi72BB] ESFCLn=SECHUH 
-ISECHI4256} 

OL 33« POKE 770,5ECLCI: POKE 779,SECHI 
OB 34B H=USRC1536} 

2J ISO RETURN 

YH 360 nfen Print directory sector 
PH 370 ? “R“:POSITION 2,2;? "Sector "jSEC 
HUH;" cdirectory sector!" 

OH 380 PDSITIuh 0,4[7 "Ryte ft 1 2 

a 4 5-12 13-15" 

UH 390 J-B:FiDR V = b Tn lIiPOSITlDH 0, V : ? J 
3J=Jtl6;HEXT V 

TA 400 V^BtroP HYTE = 0 TO 7;P'0SITI0H 4*T*B 
VTE:FOP J=i TO 5 


ZA 41ft HUHS=STRSlASCfSECS<ftVTE«16+J,bVTEn 
lb* Jl11 

HL 4Z0 IF LEhlNUH9>^l THFH 7 " '-sHIIHS;" 

I 

8V 430 IF LEHCHJM$1=2 THEH * " "jHUHSi" " 

tv 440 TF LEHCHUH$l-3 THEH ? HUMS:" " 

GO 450 HEKt J 

RM 450 ? SECS IbYTE* lB*e , BriEHlB* 1 Z} I'■ 

ECl [BYTFiilB* 1 4 , BVTE4164 161 
Hfl 470 NEXT OVTE 
ZO 480 ACTUAH 

HC 49B REH Print Other sector 
HP 50b ? “4"iPD9X¥TOH 2,01? "Sector nuMbe 
r "ISECHUH 

Bt 510 POSITION e,Z:? "Byte bit 

3 4 5 6 7" 

BT 520 J = e>tFDR V = 4 TO ISiPOSTTIOH 0,7:? J 
:J=J+B:HEKT V 

RE Bin r^4;FOH BVTE=e TO 15:P0SIT10H 4*¥* 
aVTEiruR J=J TO b 

HV B4B HUHS^^STRS CASCtSECS (BVTE48*J,BVTE*9 
*J1 1 1 

HS BBb XF LEHCHUHSl=l THEH ? " "; HUMS; 

CF 5*0 IF LEHfHUHl}=Z THEH ? " " J HUMS; ■* " 

LF 570 IF LEHtHUHt}=3 THEH ? HUMS;" 

GV 5fiO NEXT J 
KT ftSH NEXT BYTE 
ZC 500 REtUPH 
TH Bib REH chanye sector 
LQ 820 POSITION Z,ZltT CLEARS 
KV 630 POSltlDH 2,213? "Hunber Of byte f* 
change 10-1271fIHPuT bytehuHtIF BYT 
EHUHtB Oh BYTEHUH>127 THEH 61A 
OV 640 ? "Present value of this byte is 
;ASCfSECS CBVTEHUH*!,BYTEHUHtlll 
TP 558 ? "Input new uaive"INPUT DURBVTE 
tlF OURBVTEZft OR DUftbVTEJ2E5 THEH 658 
HH BBB 9EC$CBYTEHUHfl,BVTEHUH*l}±CHH$FDUR 
BYTE} 

CH 670 IP DTREC=1 THEH GOSUB lOBiHETUnH 
HK Eb0 GOSUB 490:RETUftH 
ZC 690 REH Do diSh write 

OP 700 ? ■■R":? "M'ite thtm sector to dish 

ZU 710 ? "are wqu sure IV/HlINPUT aH9$ 
SA 720 IF AHSSOUY" THEM 70ft 
BB 730 DCaHH=B7:ftEPi write With verify 
RH 74b GUSUB 100 

BK 750 IF PEER [7717 Ol THEH ? "Error "iPE 
ER*77Jiii” oc c urred ! ■ " iGutb 770 
FP 760 ? "SectuF written!" 

770 ? "Press Return to continue";:IHPU 
T AHSS 

bA 7BD if bIREC=l THEH GOSUB iBBtRETURN 
HH 790 GOSUB 490tRtTURH 
HB 800 REH Display 1inh file data 
HH 810 ? "A" 

GJ 830 IF SECHIiH>36D AHb SeCHUH<T69 THEN 
? ^‘Directory sector - no Link H4Hta!"TG 



DTO 

920 


K T 

b3a 

TF S£CHUH=360 UH SECHUH=:i024 THEH 


? "* 

UTOG - no link data! 

":GdtD 9ZB 

OH 

540 

IF SFCHUMI<4 THEH ? 

"BAut aertor - 


no link data rryuired!";GOTO 920 
Hb 058 X=USHC|5qn,ASCCSECStl25,125111 
OH 860 IF ASCCSECS1128,12811=0 THEH ? "Hb 


dataZproyran twtes in this sec tor":CD 

TO 926 


Hfe d7b POSITIQH 2,2:? "File nunberz";PECK 
115221 

KK 880 HEI(SFC = niiC isrc t [127, 1I711 + (PEE« C16 
211*2561:1F HEXSEC=0 THEH ? tt "Last S 
PC tnr in f|L|e" 3 GDta 900 

UZ 890 ? :? "He;<t sector=";HEXSEC 

HH 900 BVCOUHT=ASCtSEC$tl2R,17B11 
PJ 910 ? :? "Bytes thi« aet. t Ar=*'; 8 VCGUHT 

KB 928 ? :? "Press Return tu cnntinue"j:i 

ttPUT AHS$ 

CS 93H TP DlRLC=l THEH GOSUB 360;RETUPH 
HF 948 GftSUB 498;RE TURN 
MG 950 REH Error routine 
PP 960 TRAP 958 

LO 976 ? "irrur "J PEEK C1951 J" occur 

r ed , " 

HB 980 ? "Press Return tn cnntihiie": :IHPU 
T AH55 

AC 99ft CLOSE ttllHUH 


JC 

1800 

REH DOS Utilities 


LS 

lftl8 

? "R" : POSITION 2,2:? ■■ 

DOS utility 


pernu" 


HU 

102 8 

7 :? ’■! . bisk directory" 

RD 

1038 

? "2, Oelete file" 


5H 

104H 

? "3, nenaiee Flle*‘ 


GH 

105B 

7 "4 d Loch file" 


EC 

1060 

? "5. Unioch file" 


UH 

1870 

? "6. Exit this Menu*' 


HF 

1080 

? :? :? "Press a hey I1-63";GET « 


1,0 



C0 

1890 

IF K<49 OH K>54 THEH 1080 

AH 

11B0 

KSK-dBtBH K GOtD 1110, 

Ilea,1210,1 


260,1380,1330 


EE 

1110 

BPEH «2,7,B,"bt*i0"3THOP 1140 

AU 

1112 

REH The OPEN statenent 

in line 11 


1« Hi 

ill only work with DOS 

2.5 . 

HZ 

1113 

REH IF you have another version o 


F DOS, Change it to: "OPEN 

tt2,6,0,"0;M 


, 0'* 



ET 

1120 

INPUT 1t2,FlLS:? FILS 


DL 

1T3H 

GOTO 1120 


OK 

1140 

IF PEEK 41931£>136 THEM 

95ft 

□ R 

IIBB 

CLOSE nZjGDTD 1340 


Ett 

1160 

? "Enter fi1enane"; : IHPUT FILS 

KR 

1170 

? "Pelete 1hl8 fl|* - 

are you sur 


e EV/Hl";IIHPUT AHS5;IF AHS6{>"V" THEH 


1340 


JH 

use 

FSt3,141=FILS:FStl,21= 

■^b:" 

KB 

1198 

HID 33,n2,0,n,FS 


nc 

1200 

COT0 1340 


SP 

1210 

? "Enter oldnawe,newnaHe"INPUT 


FILS 



KH 

1230 

t ^''Rena'ne this file - 

are you sue 


e CY/H3IIHPUT ANSS;ir ANSS<>"V" THEH 


Ilea 



LE 

1250 

FSC3,271=FILS:FSC1,21= 

"b:" 

HO 

1240 

HID 32,n2,0,8,FS 


OH 

IZ50 

GOTO 1340 


OH 

1260 

? ’'Enter fiirnanr to lmh "3 i 1 "put 


PtLt 



JU 

1270 

FSf3,141=FILS:FStl,21= 

" D :" 

HH 

1280 

KIP 35,07,B.0,Ft 


Rb 

1290 

GPTO 1340 


MU 

1300 

? "Enter filename to unlock": :IHP 


UT FILS 


JF 

1310 

F£|I,14>=FTLS[FSCt,21= 

"b:" 

Ed 

1320 

HIP 36,O2,b,0,r»:GntP 

ITae 

08 

1330 

bPTO 40 


PL 

1340 

9 "Prrsa Return to CAnt inue^' : F iHe 


UT AHSStTRAP SBfttLDtO IBftO ^ 
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THE GAME THAT SHOOK THE 
WORLD '— 


reviewed by John S Davison 

Fm not usually a fan of computerised board games^ as 1 
prefer playing them as originally intended - on a board, and 
with real people rather than a computer^, but Domark’s 
computerised version of the hugely popular Trivial Pursuit 
could change all that, as it’s not just a straight copy of the 
original. It actually uses the computer’s teaiures to enhance 
the game. 

If you don’t know what the game’s aboui^ you must have 
been on the far side of the moon for the last few years! It’s 
the biggest thing to hit the board game scene since 
Monopoly, and enjoys worldwide popularity. I won’t 
attempt a detailed explanation of it here - leFs just say il you 
can correctly answer a few trivial general knowledge 
questions, you’ll probably enjoy Trivial Pursuit, and could 
even do wed at it. 

The program comes in high quality packagingj exactly 
matching the style of the btjard game. Two disks are 
provided, a program disk and a questions disk, the latter 
containing some ^,1X30 questions in six categories. An 
illustrated leaflet explains the principles of IVivial Pursuit as 
well as how' to operate the program. This version 
corresponds to the original "Genus’ edition, but with 
different questions. Domark arc said to be working on other 
versions, including the Young Player, Baby Binjiner, and 
Genus II editions. The program runs on any S-bit Atari w^ith 
■48K or more, and there's a cassette version available (if you 
insist). 

MEKT THE QUESTION MASTER 

Twro to six players (or teams of players) can take pan. 
Obviously, you can’t play against the computer as it already 
knows all the answers! The first job after booting up is to key 
in the players' names. From here on, the computer addresses 
each player by" name w"hen asking questions. You can also set 
various game parameters, like time limit for answ^ering 
questions, sound effects on or off, and whether TP is awake, 
or not. 

Who the heck is TP, did you say? Well, he"s the cute 
little chap who acts as the question master, No, wait...,I 
groaned too w"hen I saw this feature, as cuteness in computer 
games tends lo turn to irritation very quickly. But in this case 
I actually like having TP there, and miss him when he’s not. 
(No, JSP is NOT going soft in his dotage!). 

You also have to choose the starting point in the set of 
questions, othcrw'ise you’d get the same questions asked 
every time you played - OK if you w"ani to cheat, I guess. 
The program has the facility to skip through the disk sectors 
until you get to the required place. It’s worth keeping a note 
of which sector you get to in each game, so you can restart 
there next time you play. The program tells you w"hich 
sectors it's loading each time It reads in more questions. 

The game is played on two main screens — the "board 
screen’ and the "question screen’. As ytiu’d expect, the board 



Trivial Pursuit - Domark 
Disk Cl 9.95 Cassette Cl4.95 


screen show's the playing board, plus the tokens and coloured 
"w'edgcs' (won by correctly answering certain questions) for 
each of the players. Instead of throwing dice, TP randomly 
throws a dart into the board, which has meanwhile magically 
divided itself into segments numbered 1 to f). 'The program 
then highlights all of the possible moves the player can make 
from his current position. After the player has chosen one 
using the joystick, TP trots off the board screen and onto the 
question screen to ask/ question from the corresponding 
category. 

d’he question screen depicts a sitting room, complete 
with furnishings. Stime of these are cleverly used in the game 
— for instance, there’s a grandfather clock which shows you 
how" long you've been playing. I’hc fingers actually move, 
and it chimes every 15 minutes, 

NEW TYPES OF QUESTIONS 

Occasionally, I P w alks across to a hi-fi set and turns it 
t>n to play music to you, and then asks you a question about 
it. As the music plays, a row" of LEDs flickers and flashes on 
the from of the hi-fi, a neat detail. TP also jigs about in time 
to the music. A roller screen is attached to the ceiling of the 
room. Sometimes TP unrolls it, dims the lights (another neat 
touch), and projects a picture onto it, about which you get a 
question, of course. You get neither the musical nor picture 
questions in the original game, and these arc the two major 
enhancements Domark have put inuj this version. 

Certain other features of the room are entertaining ttxi, 
such as the alcove shelves and mantleshelf. Each time ytm go 
to the question screen there’s a different set of objects 
tils played in different places on them. Spotting w'hal the 
differences are is almost □ game in itself. 

CANDLE TIMER 

The questions appear in a text window at the top of the 
screen, with TP emitting strange babbling noises as each is 
written out. Surprisingly again, I didn't find this irritating, 
but you CAN sw itch off the sound effects if you don't like 
them, The question slays on the screen until the time limit 
expires, marked by a candle on a shelf burning down to 
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nothing. You have to say your answer out loud before chat 
happens, TP then puis the correct answer on the screen, and 
your Opponents decide whether your answer was near 
enough, just like in ihe original game. The program is told of 
their decision via a simple YES/NO menu using the joystick. 
While TP is waiting for your answer^ he paces back and forth 
across the screen, pausing and tapping his foot impaiienily 
now and then. 

TP's headgear is a source O'f amusement, too. He wears a 
different hat for each categor>^ of question, and if you get too 
many questions wrong, he eventually takes to wearing a 
dunce’s cap for your turn! He also makes mild comments 
about your performance. Once more, Domark seem (o have 
hit jusi the right level with this, as it has a ver>^ low irritation 
factor. 

The program keeps statistics on right and wrong 
answers in each category for each player, so you (and your 
opponents) can see which are your best (or worst[) subjects — 
yet erne more nice touch. 

UNIVERSAL APPEAL 

This game has given enormous enjoyment to everyone 
Tve pkyed it with, from quite young children (who like it 
becauRc of I’P) to senior citizens (no, that doeBn’'t include 
me!). It’s one of the few computer games I Ve come across 
with universal appeal, and as such makes ideal family 
entertainment. It's great! Well done, Domark! And thanks 
for bringing out an 3-bii Atari version so promptly. 

Trivial Pursuit is available from Software Express in 
Birmingham, who kindly provided a copy for review, or from 
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SOURCE 

Witer 


The normal run of the mill disassemblers available will 
produce a listing to printer or screen. This is normally very 
fine and infiirmative but sometimes we need to customise an 
existing object code program and to do this the whole 
disassembly has to be typed in by hand, modified and 
reassembled. SOURCE WRITER makes this task redundant 
as you can disassemble your choice of object code and obtain 
a disassembled source file on disk ready to medify and 
assemble as you please. 

SOURCE WRITER will disassemble a disk file or a 
collection of disk sectors, a cassette file or an area of memory. 
Try 0600 to 0620 from memory, for example, and you’ll get a 
disassembly of the cassette loading routine. The format of 
the disassembly is: line no., address, instruction, and 
optional data such as Hex and ASCII representation of the 
code to assist in determining text. An example output is - 11 
A0600 PL A *68 “ followed by ASCII representation. 

The address noted in the label field is essential for 
tracing branch JMP and JSR instructions+ These can be 
deleted and replaced by your own labels or left as they are, as 
you wish. The source files can now be customised and 
assembled as required. 

SYNASSEMBLER OR ASSEMBLER 
EDITOR? 

The files generated by SOURCE WRITER are 
Synassembler compatible but this can easily be made 
Assembler Editor compatible by making the following 
changes: 

Replace * .ORS’ in line 450 with = 8‘. 

Replace ‘ .HS ’ in line 4S0 with ".BYTE S*. 

Replace ‘ in line 880 with 

USING THE PROGRAM 

After initialising, SOURCE WRITER will display the 
options available 

1 Object code from disk 

2 Object code from cassette 

3 Object code from memory 

4 Objcei code from disk by sector 

Option I will read a DOS object code file into FS for 
disassembly. Option 2 will read a cassette based object code 
file into FS. Option 3 will transfer a specified area of memory 
(ROM or RAM) into F$, The start and end addresses are 
required in hexadecimal. Option 4 will read a sequence of 
sectors into FS in two ways. The first prompt is for starting 
sector, the second prompt asks if you are anticipating a six 
byte header. With a DOS disk in drive 1 SOURCE 
WRITER will disassemble the first 3 boot sectors, however, 
if you are not expecting a six byte header SOURCE 
WRITER will next ask for the origin the disassembly is to 
start at (hexadecimal of course) and the final prompt will 
then ask for the final sector to be read. 


Take the hard work out of 
disassembly by writing direct 
to disk 


After one of the four options has been completed the 
next prompt is “Disassembly with Hex Y/N” a ‘Y’ will cause 
a note of the object code to be made in the remark field in the 
line of a disassembly. The next prompt will ask 
“Disassembly with Ascii Y/N” a will cause a note of the 
Ascii characters represented by the object code to be made in 
the remark field. This option is extremely useful when trying 
to determine areas of text w4thin a disassembly. 

The final prompt of all is to aftk for the name you wish 
the generated source files to be called, “Dlis assumed so 
just type in the file name with no extender. A large file will be 
broken down into a collection of small manageable files. Each 
file will be forty to fifty sectors in length. The first file will be 
“DLTEST.r" followed by “D1:TEST.2’^ ete. At ten file 
intervals you will be asked to insert a blank formatted disk 
and so on, every ten files. This prevents nasty disk full errors 
and gives you some work space on each disk. 

Unfortunately SOURCE WRITER is a little slow at 
this stage, so drag out the duster and vacuum and help with 
the housework. Do not be disheartened however as you are 
saving yourself hours of keyboard work and making a friend 
of the au pair! 

When SOURCE WRITER has finished you will be 
given the option of starting another disassembly. 

Your limitations? Pm afraid 16k of object code on a 48k 
RAM machine. Still that’s an awful lot of files. 


by T.J.P. Peart-Jackson 


PROGRAM 

BREAKDOWN 


10-60 

start display 

70-lWI 

sets Up and initialises strings and 
arrays 

2DD - 280 

displays upcivtts 

290-970 

is the disassembler and stmree 
file writer 

980 -1lOD 

will read a DOS file into F$ for 
disassembly 

1109-1260 

will read a cassette file into FS 

1270-1439 

will transfer a specified area of 
memory' into FS 


will load specified sectors into FS 

1*10-1726 

sequentially nntnbers the source 
files and prevents disk overflow 

1730-2600 

Is data for the disassembler 

2010 

is cassette loader data 

2620 - 2030 

is the DOS file loader data. 
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OK 

5C 

YV 

ir 

ttJ 

OP 

HH 

□ U 

CE 

□ V 

m 


au 


1 REn H KU MM WU MHU H MMi Hfc MHU h MMU hWWKH M W 

2 oeU * 54JURCE HttITER » 

3 REM * bv T.J.P. Poart-Jachson * 

a PEM *---» 


i- RiH ■ pace a HaqafiHE - eh^^LOHo v 
t REM mt M < ■ » *!. ■ ■■■■ ■■■R W RW W HWW W ill*w a M 

7 AEH 

IP CiR4PMIC^ g^POKE 7ie,17e:POKE 7S2,ij 


PDHe rs-StB 
20 apEh it 3 , 4 ^« 
30 POKE 85,13; 
4fl POKE 3;^ 

E C£HEPATOn“ 


SOURCE M 


'P «5e2 SOURCE COPE 


r iL 


so POKE 05,7;? "bo T.J.P.Pear 1-j*cKson 


IV 64 PokC 0S,7;7 '■ for Page six Magatipp 

KH 70 DIM riRSTfESI,4frZSJ,C0(Z55,23,HAMC 
$C16ei,PCS C21,POORS<4 3 ,0$ 11},C5C21 ,Cf{ 
2T,ESI£1,FILE5C141 , MS <083 ,PH4KSI123 
KC BO BTM LASTS<41,STAPTS<a31723 
II ,ASC1I5<13,BaH«<581,CIDUS <611 
PB *8 HS-''hhHKJh^J|CC>.9C^3M-'91»i''aR« MD 

Mh* sQaWJ iCM-*Bi''iVBiEMAIKai 
^l3Cfra31*r% 

no iBo qpM$='-hhTBin3hn:>>7iih,'C]ha3«asa33Sii3 

TV llB Z=PEEKf7421MiB6+PEEir<741}-PEEKC145 
1•ZSOepEEK<1441'OOP 1PIH FSCEl 
AS 12B Pur 1 = 0 TO 2SS1 CO<[^1]£«FCS<1,23=8 
:Hext I 

HM 13# FOR I=i TO ISBlREAC A,D,C:CO<P,11? 
IlCOCA, 23:^C FHEHT I 

□a 14« NAMES<1,043S^apcaMOASLaCCOCSOEOBlT 
a HI BUE BP Lttn K BUC D U SC L CCL 0 i;L 1 CL UC M»C P KCP 
V BEC 0 EKOe VE DPI H C IKK IN V J MP“ 

BJ 158 HAMESCaSjlBBlS-'JSRLPALOKLOVLSHHDPO 
OAPMAPHPPLAPLPRBLaOftPTIRTSSfeCSECSCBSET 
STASTkSTVTAKTAVTSHTKATHSTVA^' 

QG 168 ? CHftStiaojIPDKE 755,8 
BT 178 FUR ISlftlB TO 15fr5lttEDD AtPDKE 1,A 
;ttEMT I 

JP too for 1=1 TO bllftEAD AiClOut<I|=CHRS 
<41 ) HEKT I 

KE ISO PS <13 =<'»*'1 Ft <Z1 =■■#*': Ft <21 =F5 
BO 280 ? *'ai?<3ta JPC t C434F fropt disc" 
lA 21 B ? *^'1 =06 JecT code fraa* c 4 Ese<"<('''* 

#0 72* ? ^'I=Dbji«c:t cade troH 
HA 23* ? “4sOhJ*Ct CVde frOH disc bv Sect 
gr"’ 

H« 24B «ET H3,K 

IV 20# IF K<47 OR K>5Z THEN 24« 

HE 20# OH K‘^4e bOSUB SO# , 11 IB , 1220, 1440 
IN 27# T "HDi SASSeHli IV Vith M*K V7-n"i:IHP 
UT HERS 

FA Z«# ? "OOisAvsenblv with Ascii V7H"iiI 

HPUT ASCII* 

UC 28# 2 "KEHTER SQUttCE CODE FILE HAP<E 

HD "ICHHSCI41 ;“bl:“;CHPS<a4] i'* 

REOUIREO.BHIOE *1 ASSUHED" 

V« Jo# T "OO HOT IfSE AH CHTEhdeS'* 

AH 318 IHPUt FHAHEt 
HF 328 FILESS'* 

W 33D F1LES=">*L:" iPIUtf [4l=FHAHE$:FILEt< 

HeHIFIlESl+lls". l’+ 

F* 340 DPEH H2,11,8, FILES 
OH 350 3 ^'HRITIHG *';FItE* 

FP 360 PASS=ltLlHE=ie:HV=4aO 
Ml 370 ir T3F THEH POKE 0Z,2:CLDSE Kl 17 t 
1 "PRESS AHV KEY"];CET tt3,K;GOTO HO 
Of 3B* if T>'HV then CLOSE tt2;bOSUD lb2B:G 
asUB l,72«FKV=KYf4ea iDPEH nz,4,A,FILEt ; 
P4SS=PaS4*I IT ^'HPrTlNG "JFILES 
TJ 93* Ct=" ■';DS=“ "5E¥=’' " 

HU 4aB CD*E=ASCCFt<T,T31lFl=0TnEH=C8*E:CD 
SUa 770 

KB 414 B**#ESS=PC 

LZ 42# HE)( = 1HT [PC/2561 : GBSUB 77e;AD*RS<l, 
23=PCt tMEK = PC-HEKN256 fGOSub 77*;A*OHt C 
3,41=PC9 


AU 430 IF PASS=1 THEH ? NZlLlHEj" .OR 5" 
;4**RS ;PASS = PASS + 1 : L1HC = LIHE *^1 
12 44n TVPE=CO<COOE,23 ;PC = PC*1!T = Tti 
Ht 4511 IF TVPE = 4 DR IVPE=5 Off C*rCD*E,13 = 
O THEH HEX=4SC<FS<r-l,T-l}>IGUSUO 776: 
Cfl=PCt 

HH 450 IF T¥PE=1 Oft fVftE=3 OR TVPE=6 DR T 
VPE=7 DH rvPCSB OH TVPE=I1 Oft <VPE=13 
THEH Gdsua dSD 

LU 476 IF TVPE=2 OR T¥PE=2 OR TVPE=ie OR 
Ttpcsiz THEH GASUB QbB 
GG 488 IF CO<CDOE,L1=9 THEN ? tt2;LIHEM 


HEH±HEH•7 
Ah 818 heH=neMdlb 

HK 820 HE 1 < 2 =ASC <AtC2,21 )-40: ir HCkIIS THE 
H hEH2=HEN2-7 
DA 63e HEK=HEK+HEH2 
ZM *40 RETURH 

TK 858 HEH=ASCIFt<T-l,T-IJ I ICOSUO 778tCS = 
PCS;hEH5:aSC<Ft<T,TlJ iGOSUB 770 ;*tSPCS t 
HCrUftH 

TU 86B HEM = 4SC [Ft <T-X , T-^ll } :GOSUB 77D:Ct = 
PCS:HEK=ASC<FS <T,T13 ^GDSUB 778:eS = PC5 
A EC B70 HFM:;4Sr-<FS [Tf l.TFllT ;GDSUe 77 B!Etr 


';cS;:Gasue 9eo;LrHE=Lr 


"iODDRS;" ,H5 
HF+lFCDTO 370 

OH 420 PS=<CD<CaDE , l3-i}a34t, 

KH 500 ? ft? I LINE A"} AD*OS; 

PStZl 3 

HO Ol# LlNE=|.tHiF*l 
LH 520 Bt=HAHCSCP5,P*} 

PE 538 IF TVfte=4 THEN ? BZltSDSUO flBBsCOT 
0 370 


THEH 


till' 


*",‘CS;*S: 


PCS :RETUHH 
RL 080 IF HEKS="V' 

ESj: 

;HAMES<PS, DU aSD IF ASCII&E^W" THEH ^ NliftETUftH 

US 20d AS^CSiGOSUO 88*:^ V2 X" *'iCnRSC341I 
CHRS CHEKl; 

BH 51B aS±*S; 1F ftSC<AS3=32 THEH HEH-SZiOD 
TD 238 

TH 22# COSUB 08# 


PT 544 IF TVPE=5 THEH ? tt2::GUSUa BoatCOt LZ 230 ? H2;CHftStHFK93 

D *2a HA TAB aS^eSiIF ASC{AS}=32 then HEK=32;G0 

SF 55# IF TVPE = 1 THEH hEM = ASCCFS<T,T31 1 GO TO 2bO 

SUB 77*:? |t2;" NS'VPCS; :GDSUe eO# :PC=P U* 258 G05UB ODD 

Cf 1 : T = T41: G<ITD 370 DC 268 ? n2:CHnS<HEX| 

IH 558 IF TVPE-3 THEH HEK=ASC<FS<T,Til 9 CD ZT 27# HETUftH 

SUB 770J? Ii2j“ f'lPCSi ICDSUH B00tPC±PC SF 200 ? "HeHfCft FILE HAME": IHPUT FNAHES 
FI :T=T41:GQT0 37B PJ 220 FILES ± "* ! " 9 FIL E S <13 =FHA »«E S 

ME 57B IF TYPE = 2 THEN ? 02 i*' S“ 3 9 HEKSASir ( DA IBOO CLOSE BltOPEH Rl , 4,«, FILES 

Ft<Ttl,Ttl>l 9G0SUa 774 KB IDIO GET ttl,AteET ai,|i 

Dft 580 IF TYPES# TNEH ? 1*2; PCS; 9 HEK=ASC CF HH 1828 IF A<>255 DR B0200 TmEH 7 "HOHDT 

SCT,T11 aGDSUB 77#;? nZ^PCS; 9GaSUB 80# 9 BIHAPV FILE" 3? "Press AAii hBH-'tCEt BO 

PC=PCF2:T=T*2tGDTD S7B ,R9G0TD 200 

DL B20 IF TVPE=6 THEH ? 02;" tS":9HEX=ASC HZ 103# GET BL^CiGET Dl,* 

<FS<T,T31 IGDSUB 770;? HZfPCSJ",K>"; 9 GO U« 4*40 PC=ft»256FC 
SUB DOa :PC=.PCF1 tT = TtL jCOt# 37D PH IBOO Rer ni,EgGET HI, F 

DA OOfl tp TrPE = 0 THEH ? HZ;" S" J 3 ttEK:3ASe < KH 1058 FIN=rN25i+E 

FS IT,T3I iGOSUB 77#:? H2;PCSH"; 9GBSU 5P 1478 F=FIH-PC+fl 
a B8#tPC=PCFl;T=T41;GDT0 370 HH 1400 CIDSE HI 

TA 610 IF TVPE=7 THEH ? HZ;" <S";±MEH=ASC ,86 1820 K=USRCABOfCIDUSl,ADOCFILEfl , 0*R<F 
[FS<T,T33tGOSUB F70:? HZ;PCS;"1 ,V"1 9 GO S3,FJ 

SUO <IOOIPC~PCF1:T = TF1;GOTO 370 85 1180 T=7:AETURH 

Z1 620 IF TVPE=2 THEN ? «;" S";9HEK=ASCC FH 1114 POKE 283 , ADR <FS3 - CIHT <abtt <FC} 7£5t 
Ft<T + 1,T + 133iGDSUB 77# 3NZ5#9;PDKE 284,IHT (ADRCFS)/2S#3 

ftE *38 IF TVPE = 2 THEN ? *12} PCS} 3 MEX±ASC <F «A lit# 2 ^khbeADV CASSETTE." 

S (T, Tl3 tGOSUB 7709? HZ ; PCS ; " , H"t 1 GOSUB JD 1130 ? ^'-PRESS RETURH + " 

86«:PC=PC42:T=TFttEOtq T7B mi 1148 TSAP 120Q 

TQ 040 tF TTPE=18 THEH ? «!;" S";thEK?A5C HA IIBB CLOSE H1;0PEH B1,4,255,"C3" 

(F$ CT41, T + 1) 1 : G<ISUB 770 HS 1160 PDR Tsi TO Z STEP 126 

Mt BB# IF TYPE=ie THEH ? tit; PCt; ; n#K=A5C ( LU 1170 GET ttl,DVrE 

F*<t J.TI ) :GDSUB 7789? ttZ; PC*; ", Y"; tGDSU MS 1104 H = USft<153#3 

B 888lPC = PCF2;T=T42 <tJ 1124 HEKT T 

KK BOO IF TVPE=12 THEN ? HZ}*' t*"9;nEK=aS KH 1240 TRAP IBOAOtCLoSE Ol 

C*Ft<TLl,TFlll:GOSUO 27# FJ 1218 F=T 

OE 670 IP trPE = 12 THEN ? H2 ] PC* M MEK:^ASC C EK L2Z8 C = OSC CFS <3,33 3 

Ft (T,T9T :GDSUO 77*9? Ht } PC* f*-} 3 CBSUB FZ it^B p=A5C <FS <4,4} ) 

aOBlPCsPC*?;T±TF2:GOTa 378 EL 1240 PC=betO«2CTB 

HR see IF TVPE = i3 tMFH ? W2;" S»';:HEH=ASC A* 1258 T=7 

CF*<t,TI } ;GDSUB 7789? tt2; PC* J ", r''| t GDS AD 12B0 ftETUPN 

UB 0869PC = PC**tT=T + 19 GOTO 370 PL 1174 TRAP 127*3FIft5TS='"^ ;? "RSTART Abb 

21 *20 IF TVPE=li THEH HEK = 45C<FS<T,T1 1 9G HESS IH HEHADECIMOL";3 INPUT FlftSTSglF 


DfUB 778?? n2: 
rz 7*a IF 0*="B" THEN 720 
PH 7ia GDTD 378 
DG 728 OAAHCMSnSC(FSrT,T}3 
GK 730 IF BPAHCH<=lZa THEH BftAHCH=DeDftES5 TG 1300 FLSl 

tlFOftAHCMFGOTO 758 EV 131H HEKT I 

LT 74B IF lOltDHCH> 22 THEH OHANCH=AbbhFS2 EG 1328 IF FL = 1 tHEH 1278 


LENCFIRSTST<34 THEN 1270 
HA 12bO Fl^OlFOR 1 = 1 18 4: AS=Fll(STt<I,I) 
Ha 1228 IF <AS^=''0" AH* aS<="2-«] Oft lhS> = 
"A" AH* AS<="F"J THEH ISlO 


-<Z55-4ftAHCM-lJ 

KF 750 HEK=1HT<BRAHCH/25H]iGDSUe 778 
i" S"jPC*]iMEK^eRAHCH-HEHNlOatKosi 

6:? n2;PCS; CEDSUB 088 
PL 7*H PC=PCF1:T=T+l:GaFD 370 


TV 1338 TRAP 13389LA2Tt="";? "EH* ADDRESS 
HZ IH HEHADECIHAL";tINPUT L*STS;IF LEh<L 

77 ASt*»<>* THEN 1336 

ON 134# TRAP 40800 

EH 1358 FL=#:FOR l=i TB a;4$=LASTS<I,1} 


TH 778 HCH2S:IHT<t1EH/153 :HEH3=HEK1« tHFXZCl b# 1358 IF <AS>="9" AMD A*<="2"} DR <AS> = 
*3*40*<HEKZ>21N55:PCS=CHfiS<HEH33 "A" AH* AS<=“F"J tMEH 1368 

SS 789 HEM2AriBX-HEX2N16:ttEX3 = ttEKZf <HEK2<1 UO 137B FL = 1 
#3*40*thEHZ>23N55:PCS<2)=CriRi<HEK3> FT iJ#H NEHT I 
ZW 729 ftETUHH CP 132B IF FL=1 THEH 1338 

RK 80# HEK^ASb<4S<1,1})-489 IF HEK32 THfN BE 1480 A*±FinST$<1,2) 9 COSUB bOB?PC = HEH*2 
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l14?Ve T^/fen Off..... 

OUR PRiaS HAVEWf 

Did you hnsw. .VOt/ can nm iift-aff widi the 

Powerful idn S2aSTM PACK for^'Dawn-W-EBnh'^^ 

ElSOp&W'^l' 

j 1 p 4 i 


5'/4 

Blaah Bisks 

i.»c* * 

i^rDP mme 



m-m Wfin iue 
PACK for -3 'Dawn-CO-Esrrh'^< 
£t-50pefa&y^^ . 

rrfte J^^doe of:hh> Sfxct^ Off^ from campiMT^f. ^ 

zrte iyjf 5 iftscflng M*/ Otsiftt^rcar. 3no 
W£ iKl'^ rtif LlMir 



10 

30 

sSiUm 

MJ.95 


asfw 




««AUl7 



3^4 

Mumcfcnf 

ffMft Ofsiis 

friiiivjcfti^kcefirfw 
rRt£ rrx^eiopei 
■ wf\:e Pfocea LJt3ei5 m 

mossiBO- 

UMHISIOD.. 

PkP 


rcp^aupc 

UOMI 


BIT 

jjOJ(£ 




. «Srl«S^i 5 ■ 

&waf^io'<o‘J'lL 09 - 




‘•kC. 


■^f^: 




^ * roiS 

■<wi«wK;?n ^ 

£ 127 ® 



: ^«*r ALL HTdkfi h^an i 
ir W Elai*A*ii' 


^u!^' to 

so 

ss 

? 

£BB.^ 

05 


£33.95 

1 •‘*41-. 




t»t^i itmtMMirHtamMr.rmtr 
MvtfMfr Sir pmit fi™ 

jMtHiCVHMrMiwr MtlJ 

Aif rt'fcM Inc iwr 15 ^ 

CpAtfWWr' 

24HourCmiitc:^ci 

fMf^OMpr L/ne^v 






56Efl$ = Fl«5T$ C3 .*» iGO^Um BfiO 1 PC = ^^C *HEH E 
T = 1 

GO 141B fli-L*STt li. Z> E&O^tia 800 Ll-fl^T = HEK« 
JB*. SftS-LA^TSt3,4l sGOSUB 800 J Lifl5T-L nil + 
rtEK:FTVAiT-PC+l 

BP 142n M Ift&H I BftMS i . pt, fl&ff irtJ J FJ 

aa Miu ftETLifiH 

za 1*40 ? ’'^enlEB -^ECfOB AT MHICH TO STAR 
T eTiiA5EM0LV"j:IHPUI STftPfiECT 

Dft 

TV t*Se ? "•SBl55fliEHBLE HITH HEflOEP 
EIHPUT nt 

Mri 1468 ir aS="H" them l*i* 

JI 1470 IF flS = "V+‘ THEM 1**0 
5E> 1480 GOTO lABD 

8G 1**0 ? -fltMieR OBlbl*! 1(4 HCTt“::lMPUl A 
ppn$ 1 p-fl^ i-PA5S* 1 

OR 1500- ? “REI4TfR LA5T ^ECIOfl TO HEAC'fsT: 
HPUT EHSEOfOR 

RB 1518 ftSSOtCRSCl>1»:GO^UB 888:PCSMEKH25 
6:AS-a[l8R£C3,4) LC0 5UB flOO : PC=PC+«CX 
FL 1528 5iCT0R5=EMi£CT0B-8TARTaECTOB*l 

BK 1530 EJOSUO 1550 1 T-ll RETUfiM 
Ek 1540 1ECT0R5=l:C05U0 1586 
ZH isaa SECT0B4E:ASCCrt(2j 2 J> 

HP 1568 C3A5eCF5*3,31>S&-A50tF5C4,4»3JPC= 
6*256+0 *6 

GG 157B G05UB ISSO:T=73BETURH 
GO 1580 POKE 20i,A&RlF»»-lI•lTe*DR*F^l i'iSe 
>*2561 3 POKE 2 04,IHI IA6B IP 5172561 
JO 155B t 4 = U5R EftDHtWST . 5TOBT5ECTnR,SECTnRi 
1 

Al 1680 F£5ECT0R5Pl2e 
Oq 1618 RFfURM 

LO 1820 FOR 1=1 TO lEMtFILE*!3=PILES*1- 
13 

PG 1638 IF tnEM 1650 

FH 1640 HEMT I 


R8 1658 A = UinL IFILES Il + lJ 1 
JF 1668 FOR IT=1 TO 17 
IK 1678 IF n^lOniT THEM 1780 
51 ±680 HEKT IT 
BM 1650 RETURN 

&5 1780 T ■'•IIPI5ERT HCH BLANK FORMATTED PI 
SC“:? ’'PHEii ANY KEV HMEN READY'* t GET tl 
3,r 

AO 1718 RETURN 

FM 1720 ASn+llFILEillTlJ=4TR5*AJSPOKE 77. 

8 3 RETlIRTi 

KU 1730 DATA IhS,1.1,1O*,1,2,1»1,1.3^*7,1 
,113,1,7.117,1,B,125,1.».121,1.18 
UB 17*8 data *1,2,1,45,2.2,37,2,3.33.2,0. 

*9,2', 7,53,2.O-.*-*-,2,5.57.2,10 
E5 1750 frATA 1*.i,2,5,3.3,±8,5,*.22,3>O.3 
0.3,9 

OH 1760 Onfft 144 ,*.11,176.5,±1,24B,6,11,4 
4,7.2.36,7,3 

DM 1770 DATA *0.6,11.708.9,11.16,18.11,6, 
ll.5,88,17.11 

VF 1786 OAT* 111,13,11.24,1*,5.216,15.5,8 
8,16.5,m*, 17,5 

UH 17*8 DftTn 181,15,1.285,18.2,1*7,16,3.1 
*3.15,6,20*.18,7,213,18.5,221,15,*.217 
.18,10 

PU 1600 DftTA 22*.1*,1,236,1*.2.128,19,3 
LA 1810 DATA 1*2.26,1,20*.28,2.1*6,28.3 
KG 1528 DATA 265,21.2,198,21,3,21*.2±.5,2 
22.21.7 

VL 1630 DATA 202,22,5.136,23*5 

UU 18*8 PAT* 73,2*.1,77,2*.2,69,2*.3,65,2 

4,6,84,2*,7,55,24,8,73,2*,*,Bt,24,ID 
2H 1850 DATA 238.15,2,338,25,3^2*6,25.8.2 
5*.25,*,232.26.5,280,27,5 
KZ 1568 DATA 76.28,2,186,28,12.32,27.2 
OM. 1870 DATA 16* . 38,1,17S, 36,3,1*5,30,3.1 
61.38,6,177,30,7,101,38,5*159,30*9.185 


.38.10 

NM 1588 D*TO 162,3l.1 * 17*.31,2■'66,31,1,1 

*0,31*10,182,11*13 

0L 18*0 DATA 160.32,1,172,37.2.16*-37^3, I 
50,32,8,IBB,32,9 

LY 1900 DfttA 76.S3.2,70.13,3,74,33,4*06,3 

3.8.74.33.9 

OL 1910 DATA T,35,1 * 13.35,7j5,35,S,1,35,6 

.17,35,7*21,35,0,29,35.9,25,35.10,254. 

3* , 5 

HD 1*20 PnfA 72,15,5,8,37,5.10*.38,5,40,3 

9,5 

GU 1930 DATA *5,*8,2,35,*8,S>42,40,4*54 . ^ 

8.8.52.40.9 

VI *9*0 PATH 110,41 * 2,102.*1.3,4*6.*lf* ' 7 

16.41.5.126.41.9 

HC 1950 DATA 64,42,5,9B,43,5 

FP 1'366 PATR 233,4* . 1,237, *4,2,27* , 44,5*7 
15,44,5,241,44.7,253**4,8,249.44,9 
T8 1970 DATA 85,45,5*245,45,8.120,47,5 
UU 1*60 PATA 141,40.2,133*45,3,177,46,6.1 
45,48,7*±49,48.5,157,*5,*,153,48,18 
EM 1*90 DATA 141*49,2,134.4*.1.158,49,13, 
140,50,2,132,58*3,1*0,50,8 
KJ 2008 DATA 170.51,5,106,52,5*106,53.5*1 
36,5*.5,154,58.5,152,56,5 
NM 2010 DATA 104,±74,135,2,13*,61,lOO,6,1 
67*D,185,0,4.129,203*200.430,783.268,3 
.238,20* *196,61,2*6,3,70*10,6.90 
A5 2820 DATA I 04,162 * 04,169,3.157,66.3,1* 

*,157,69.3,164,157,68,3.169,4,187.74,3 
.32,65,726,162,64.169,7*1S7,56.3.10* 

OR 2030 DATA 187,69,3.104,157.66,3,104.15 
7,71,3.104,157,72*3,52,86*228,102.64,1 
59,11,157.66.3,32.56.226.76 « 
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The PAGE 6 ST section 


TY 

FAST BASIC 
Colourspace 
Karate Kid II 
















POST'fOUR ORDER 

OR cal:, tuny DWYER OW 0268 26230® 


SUPERTEC ATARI USER OFFERS 


SUPERTEC software for the ATARI ST 


Title 

Deadline 
The Pawn 
Red Alert 
Winter Games 
Golf 
Bridge 
Time Bandit 
Sundog 
Major Motion 
Deep Space 
Star Glider 
St Karate 
Temple ot Apshai 
Trilogy 
Enchanter 
Cut Throats 
Bally Hoo 
Essex 
Brimstone 
A Mind Forever 
Voyaging 
Mind Shadow 
Borrowed Time 
World Games 
Strike Force Harrier 
Flight Simulator II 
Q-Ball 
Mercenary 


Type 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Entertainment 

Ente rtainment 

Entertainment 

Entertainment 


Inc VAT Title 

£22.95 Habaview 
£24.95 Kdata 

£24.95 T-R-IM 

£24.95 H & D Base 

£29.95 dBman 

£29,95 Habadex 

£29.95 Print Master Gallery 1 

£29.95 Print Master 

£19.95 Music Studio 

£34.95 Paintworks 

£24,95 Degas 

£19.95 Degas Elite 

Easy Draw 

£24.95 Colourspace 

£39.95 Cashlink Accounts 

£39.95 Habawriter 

£39.95 KWord 

£44,95 Boffin 

£44.95 Hlppopixel 

Habamerge 
£44,95 Kseka 

£49.95 Kspread 

£49,95 PC Intercom 

£24 95 K Graph 

£24 95 KComm 

£49.95 V.I.RLite 

£19 95 Cornerman 

£24.95 


Type 

Database 

Database 

Database 

Database 

Database 

Database 

Print Utility 

Print Utility 

Music 

Graphics 

Graphics 

Graphics 

Graphics 

Graphics 

Accounts 

Word Processor 

Word Processor 

Word Processor 

Font Editor 

Mail Merge 

Assembler 

Spreadsheet 

Comms 

Bus. Graphics 

Comms 

Spreadsheet 

Desk Accessory 


Inc VAT 

£74.95 
£49.95 
£89.95 
£99.95 
£149.00 
£49,95 
£29.95 
£39.95 
£29 95 
£34,95 
£39.95 
£69.95 
£149.95 
£19.95 
£295.00 
£59,00 
£49.95 
£113.85 
£39.95 
£39,95 
£49.95 
£49.95 
£129 95 
£39 95 
£49.95 
£99,95 
£29.95 


Please B-eniJ me Hems 
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Mtcrodeal have released a clcKck card which they claim leaves 
&]] the others behind. The Micro-Time Clock Card was 
develnped in the States but jMicrndeal were so impressed by it 
that they negotiated a deal to produce it in Btigland and the 
card is now available at just j(]34.9‘5. What makes the card 
special is that it fits inside the machine with no soldering and 
with the minimum of disassembly. It comes with NiCad bat¬ 
teries that recharge each time the computer is switched on 
and can be adjusted depending on how often you use your 
machine, oft ware is provided for setting up but frorn there 
on all you need is the Control Panel on your boot disk. 

Also from Microdeal is Shuttle II, a game come simulation, 
putting you in charge of an advanced shuttle able to take off 
from a runway. Lots of things to consider such as wind speed 
and cloud cover before getting into orbit. Once there, having 
ditched the boosters on the way, you have to do a bit of ETA 
to retrieve a faulty communications satellite before getting 
back to earth. In the N^^O’s you^iJ be able to get a seat on the 
Shuttle for real, but not for £24.95! 

Eider so ft, mentioned a couple of issues ago as bringing out 
several arcade style games at PCW^ are rapidly expanding 
their horizons with some top quality professional applications 
and add-ons. Top of the line is Publishing Partner, a 
complete page layout system from the States which caused 
quite a stir when shown at Comdex last year. Mlnicomm is a 
complete comms program as a desk accessoTy and features 
Xmodem and Kermit protocols among others. Loads of func¬ 
tions including the ability to cut and paste to word procc^ssors. 
Professional Sprite Designer sounds just what budding 
games designers might need allowing sprites to be designed 
and tested before being saved to be used in other programs. 
On the hardware side is the first Graphics Tablet for the ST, 
Pro-Draw w^hkh works with all programs that use the 
mouse and a 20Mb hard disk that is claimed to he faster and 
cheaper than Atari’s ow'n. Keep an eye on Hidersoft. 

Mastertronie have two titles coming for the ST at a ^budget’ 
price of £9,95 (well how much do most programs cost?). Both 
are games and arc titled Renegade and Ninja Mission. 

Infocom's latest for the ST only (l,e. not 8-bii Atari) is Por¬ 
tal: A Computer Novel with the pnimigc of a new experi¬ 
ence of computer literature, d his is not an adventure In the 
conventional sense and will allow a great deal of interaction 
between the player and the program. The start of new con¬ 
cept or clever use of advertising blurb? Either way, it sounds 
interesting. 

Rumi>urs from, or rather about. Atari are that they will 
introduce later this year a full Desktop Publishing syistem 
including laser printer for around £2000 and hard disks at a 
fraction of their present cost by using "reject’ 20Mb drives 
and remapping them to get 15 or 16Mb without problems. 
Will these come before or after the CD-Roms? 

At the CES Show in Las Vegas in January Atari actually 
showed a prototype of their laser printer which uses the 
DMA port of the ST and therefore the ST's CPU to save on 
the cost of an on-board processor. This makes it useable only 
with the ST but also makes it cheap. Also on show were 
‘.Mega S'r’^s with detachable keytM.iards and radically rede¬ 
signed internals with room for enhancements such as add-in 
cards and new circuit boards. Atari say they will be 
compatible with existing models, m 



PROGRAMMERS GUIDE 
TO GEM 

published by SYBEX 
£19.95 

reviewed by Matthew Jones. 

GEM is not a system that you can learn overnight. 
Indeed if you are new^ to programming a graphics oriented 
system, then you will find that there arc a large number of 
new^ concepts which you have to grasp In order to fully under¬ 
stand, and thus get the best out of, GEM, I’he first books 
published which gave information about GEM programming 
were very much repeats of the Digital Research *GEM Pro¬ 
grammers Guide", giving a function by function description 
of the facilities of GEM, They told you, for instance, that to 
set the font alignment to baseline mode, then you use such- 
and-such a call. What they did not do was tell y^ou why you 
w^ould want to set the alignment at all. This is where the 
SYHEX "Programmers guide to GEM" comes in. 

This book, aimed at both IBM and Atari owners (see 
later), gives you a good grounding to each set of library func¬ 
tions, explaining what they do, why you would want to do 
them, and it usually gives a few examples of "C’ source code to 
experiment with. Very good use is made of illustrations to 
support the text (in the given alignment case, an example of 
each effect is shown). 

The book has six chapters, covering:; Introduction to 
GEiM‘ the Application Environment Services (AES), includ¬ 
ing an overview and then complete function descriptions^ 
The Virtual Device Interface (VDI), including a short primer 
on graphics and then the VDI functions; GEM SAMPLE 
PROGRAM; HELLO, a complete GEM application, with 
listing and full explanationj GEM DEMO (DOOnLE)j a 
more complex example (see below); ADVANCED GEM 
TOPICS, including design. Metafiles, debugging, the bind¬ 
ings, and a tool survey. The six appendixes include a gtKid 
glossary, AES and VDI quick references. Resource construc¬ 
tion set tutorial, the listing of DEMO, and Metafile functions. 

While I think that the general descriptions of the AES 
and VDI functions of this book make it the best yet, what 
really makes it a must for the new programmer is the two 
sample programs. When I first started GEM programming, 
all I had to learn from was a single relatively un-et>mrnen(ted 
listing (ahh!). This book provides two complete programs 
(header files as well) as examples, and thoroughly explains 
why each command is being done. Thus instead of telling you 
that at the start of your program you should have these seven 
lines, it actually explains why you should have them, and 
what they are doing. By providing this sort of information 
you will become a much more proficient programmer because 
you will understand what you are doing. The second example 
used is DRI's DR DOODLE program, and includes listings 
of all of the standard GEM header files. 

W^hile this book is very good, it dtjes have its omissions. I 
cannot find any reference to the vqmouse or vqiattributes 
functions, or indeed many other "lower level’ functions. The 
reason fiir this (according to the preface), is that they wanted 
to give a "conceptual framework’ tutorial, not a reference 
manual. But although you will still need a separate ‘function 
by function" manual, the books advantages outweigh this (I 
think slight) disadvantage. 

In general, this book is well worth the (rather large) ask¬ 
ing price, and I recommend it for anyone"^ library. • 
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TYPESETTER ELITE 

XLENT Software (UK) 


The king is dead, long live the king! That's one way of 
looking at Typesetter Elite, the upgrade from Typesetter 
ST. Gem based, mono and colour versions, print preview, 
undo command, quad density oiuiput to Epson RX/FX 
printers are jusi some of the new improvements embedded 
into Typesetter Elite. One of the major improvements to me 
is the documentation, I can now^ actually understand what 
the programmers are tryirig to say which is probably due to 
an outsider being hired to write the manual. 

Typesetter Elite is a program that allows you to 
compose pages of text and graphics on the ST and then print 
them out on a range of different printers. The amt>uni of 
detail in this program is tremendous and if I had to review 
every single command then this review^ would take up half of 
the magazine. If you’ve ever used any Xlent Software 
programs before then you'll know^ that the manual will need 
to be read over and over again to fully understand the 
program and Typesctier Elite is no different, below is a 
precis of the main part. 

There arc seven drop down menus from the main menu 
bar, each menu has from four to ten commands, each 
command usually has a number of options and many 
commands and optitms can alter the output of other 
commands! Not only do you have to contend with the menus 
but also the function buttons change wnih some of the 
commands cht>scn. Under the Menu ‘FILE’^ you can load a 
page (HDK), screen C32K), font, NLQ font, Icon, border, and 
80 column text page. Page, screen, Icon and btirders can also 
be saved to disk. The drive can be changed from through 
to View the directory, alter the loading mode from 
Replace to Overlay and Quit finally finish off this first menu! 

An example of how involved the program can be is the 
use of "screens and pages". When you view a screen you see 
approximately forty percent of the page, in other words 
you’re looking through a window w^hich can be moved 
around to suit your requirements. Fonts can be loaded from 
the program disk or from Megafont ST or DEGAS 
compatible files^ With the load mode on Replace this will 
overwrite the current image on the screcn/page and by using 
Overlay you can create interesting effects by laying 
screens/pages on top of each other WHICH is an extremely 
handy way to build up your designs. The 80 column text 
page is a separate part to Typesetter Elite and this w’il! be 
discussed further om 

The second menu is the graphics mode. Selections here 
include the basic commands generally found in most 
graphics programs — Draw, Line, K-line, Rectangle, 
Ellipsoid, Fill and Eraser. Other options include Drag 
(move), or Copy and these can be in either Replace or 
Overlay mode. The move and copy functions are a little 
peculiar, the maximum size of the screen you can move at 
any one time is about eleven percent in mono and abt>ut 
twenty-five percent in low res colour. Many of the 
commands in the graphics menu can be altered by the 
commands from the following menu, the Graphics options. 
These include Pen sizes in nine thicknesses from one pixel 
wdde tci about seven millimetres wide, a fill index for interior 


Desktop Publishing everyom 
can afford? 

patterns with surprisingly only five choices and four colours 
(colour version only), a fill style for rectangles and ellipsoids 
such as Hollow, Solid and Pattern plus another of the mode 
selectors i.e. Replace, Transparent, and XOR. This last one 
is an experimental mode and alters text graphics in a 
mysterious w^ay. Finally in this section. Grab screen and 
Paste screen operate as you"d expect. 

iVlenu four controls the graphic text. Graphic fonts are 
designed on an 8 x Ifi matrix and once loaded they can be 
altered to ten different heights and ten separate widths. 

Fonts can be Replaced or OverlayeJ and inverse can be 
toggkd to suit. All-in-all, over 200 variations can be achieved 
with just one font. In the colour version^ of Typesetter Elite, 
the variations can be HOO by using the four colours available 

r0view0cl by AI011 Goldsbro 

Graphic fonts are not the only fonts available to the 
user. In menu five there are twenty-three system fonts. 

These are loaded in at bool up and selected via the system 
font selection menu. Further options arc Thickness (btild), 

Inicnsiiy (light), Italics;Underline, Outline, Replace, 

Overlay and Alternate. European, Hebrew, Greek, and 
Control characters are just some of the range of styles. The 
graphic and system fonts can be toggled by using F4 and F3 
respectively whth the last font loaded chosen as the default. 

Margins can also be set by using function keys. 

The penultimate menu is the scrolling window. Up, 

Dowm, L.cft and Right with in-between positions for all 
directions. There is also a handy HOME position for the top 
left hand corner. The final menu is Pot Pourri. Four printer 
drivers are included on the disk, Epson ^60/compatibles, 

Epson 1920 compatibles, Prowriter.NEC 1023 and Gemini 
lOX, Vtjur drawing layout can be positioned on the paper 
either at the margin or the actual position it takes on the 
screen. If you have a printer capable of quad density (Epson 
1920 compatibles) i.e. the FX RX range, then double offset 
strike can be selected for bolder printouts. Those w’ho are 
prepared to w-ait for approximately four minutes per printed 
page, can choose the number of copies from I to b9. 

The Execute Print function has an output size selection 
which should cater for most people. Choose from Full Page, 

Screen, Free Form, 7‘>nim x 125mm Index card, 

100mm X 15tlmni Index card, 50mm x 70mm Rolodex card 
and 24mm x 90mm label. With all the card label options, the 
sizing box can be moved around the screen to select your 
particular portion of the picture. The Free Form option 
allows you to print out any portion of the screen. The only 
option missing is the l^re-set 3.5 inch disk labeR althtiugh 
this can be achieved by using the free form option. Having 
selected your size of printout there is an option to preview 
the page as it wiW appear on paper. Included in Pot Pourri is 
an eraser option which has Full Page, Screen and Icon 
selections although using the Full Page option returns you to 
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lh«; Desk. Top, so be warned! Bringing up the rear is Iton 
Block which allows you to pre-seleti chc position of the Icon 
w^hen It's loaded from file. 

Well we’re finally at the end of Typesetter Elite but not 
at the erid of this review^ for included on the disk is an 80 
column text editor designed especially for Typesetter pages. 
Test may be written using the editor or ?re-Processor as 
Xlentcall it or alternately load in youriext from 1st Word 
files and save it as a Typesetter 80 Page. ('TSEftO) 'Phis page 
can be loaded into Typesetter Elite using the ‘Load 80 Page’ 
command, TheTSESO is compatible whth Thunder (spelling 
checker) from BatttTies Included. Commands within rSE80 
are fairly simple and sparse, 

'Pypesetter Elite is a huge improvement from the 
original Typesetter SI'. It’s priced at £34.95 from Xlent 
Sohw-are (UK) or from most advertisers in Page 6. It^s not 
copy protected (well done again^ Xient)j comes with a 28 
page manual w^hich is surprisingly easily read althtiugh it has 
the usual hallmarks of good humour and spelling mistakes 
associated with Xlent! 

On a personal note, whilst I thoroughly enpoyed using 
Typesetter Elite (it gets much easier the more you use it) I 
don't like the forty percent windowing technique. Slider bars 
would have made this a much more enjoyable package. The 
lack of Zoom facilities, the annoying "blob’ that gets left on 
the screen every time you click on something from one of the 
Drop dowm menus if you "re in the drawing mode, the ail 
important 3.5 inch disk label function (what size of disks do 
Xlent use?) and the i^mall size of the printed page (8"' x 9”) 
were frustrating. T’o be fair to Xlent Software, Typ esetter 
Elite is not meant to be a full featured page layout program 
but by using your own pictures, Icons or Rubber Stamp 
(Xlent Software) you can create a page layout with a host 
attributes that should please the majority of ST users, me 
included! 
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PERIPHERHU_ 

HARD DISKS 

and in particular Atari’s 
SH204, 20 Megabyte hard 
disk 

by Matthew Jones 

WHAT IS A HARD DISK? 

A hard disk is the optimum development of the floppy 
disk. A floppy disk, like the 3i inch disks used on the Atari 
ST, is a thin disk of plastic, covered with a thin him of a 
magnetic material similar to that used to make audio and 
video tapes. The amount of data that can be reliably stored 
on such a disk is limited by several factorsj but mainly the 
speed of rotation. In the case of floppy disks, the spin speed 
is about 300 rpm and the head is in contact with the disk, 
which gives a reliable storage volume of about 1 megabyte fas 
on the Atari double sided drives). Some of the storage 
limitations of the floppy are caused because they are 
removable, i.e. if you want lo do word-processing, you 
normally put in the 1st Word disk, if you want to 
communicate, you put in the faS Tcom disk (waddyarnean 
"plug plug??). The problem with this is that dust and smoke 
particles can get on the disk surface making dense data 
storage unreliable but the floppy is normally able to survive 
because the head simply pushes the dust out of the way. 

The hard disk however spins at a much higher speed 
(typically % 500 rpm) and due to this speed increase the 
read/write head can 'fly’ over the surface. The disk has to be 
rigid (hence hard) as any variation in the position of the disk 
in relation to the head could cause damage to both. I hi$ 
provide a much greater data density on the same sized disks. 
To ensure reliability, a hard disk is enclosed in a vacuum, as 
a speck of dust would not be pushed out of the way of the 
head, but would plough up the disk surface (a head crash) 
and make it unusable. Hard disks wath 10, 20, 40 and 120 
megabytes from both and 3J inch sizes are currently 
available. 

WHAT USE IS A HARD DISK? 

Considering it gives you twenty megabytes or more of 
storage, instantly available, need 1 answer this? Not only 
more storage, but greater access speed too. According to the 
manual, the SH204 transfers data at 5 megabits per second. 
It’s a big and impressive figure, but let me put it in 
perspective. A friend of mine reckoned that I could do a two 
pass compile and link in the time it lo(.>k his computer to just 
load the first pass of the compiler from his floppies (and the 
ST’s floppies aren’t slowE). A slight exaggeration perhaps, 
but an indication of the apparent speed. 

To the user wfho has a large amount of data to store (e.g, 
in a big database), the serious software developer (e.g, when 
the object code gets too big for one floppy), or a bulletin 
board operator (for large message bases), a hard disk is 
invaluable in order to save time. 

HOW IS A HARD DISK USED? 

Very easily. If you can use the floppy based sysiem, you 
will find a hard disk easier. The SH204 comes packed in a 


thick foam padded box, complete with the mains cable, 

DMA data cable (13” long), manual and boot disk. In 
essence, it is simply a matter of connecting the cables, 
copying the boot disk, and following the manual instructions. 
Once connected up, the first thing you have to do is format 
the drive. I found that mine was pre-formatted, but I 
recommend that you do it yourself anyway. 

HOW DO YOU GET THE BEST FROM A 
HARD DISK? 

There is one complication with hard disks, and the 
complication is called ‘partitions’, A problem arises because 
twenty megabytes (20Mb) is a lot of storage space. On a 1Mb 
or ^Mb floppy disk, there is a finite (but reasonable) limit to 
the number of files that can be sttired but with 20Mb you can 
have far too many files to be practically managed. It is for 
this problem that folders (subdirectories) were devised, and 
they should be used on hard disks, but a more fundamental 
solution is to split the 20Mb up into two, three, or four 
'logical’ disk drives, called partitions. One physical drive 
(device) you can have several logical drives. These logical 
drives are named C:, D:, E:, and F: (if you have all four)r 
That may seem straightforward to you, and if that is the case 
then all well and good, but if you cannot quite grasp the 
concept, read it again, it is important. 

The reason it matters is that when you format a hard 
disk, you format the PHYSICAL device and not a logical 
drive, thus if you decide that you no longer want the files on 
drive D:, you cannot format it as this would lose files on C: 
too. Atari’s hard disk utility program (HDX - a OHM based 
program) allows you to ‘psuedo-format’ the logical drives 
with a 'zero’ drive option. This clears the root directory, 
wiping the drive clean, but leaving the other logical drives 
alone. 

Partitioning the hard disk will delete any files on the 
disk too, but you can edit the partition scheme as you would 
like it, or choose one of the predefined ones. Typical schemes 
are 10-5-5, 15-5, 10-10,5-5-5-5, and you can choose your 
own (1 use S-4-4-4). If it is your first use of a hard disk, I 
would recommend 10-5-5 (i.e, C: is lOMb, D: is 5Mb, E: is 
5Mb) to start, but a common method is to set aside a drive 
for each application you are going to use, and a spare one for 
general use. (My 0-4-4-4 is general, utilities, development-1, 
development-2). 

The final option of HDX (the others were Format, 
Partition and Zero), is Markbad. This is used only when you 
are having problems reading from the hard disk. Just like a 
floppy, a hard disk can have 'flaky’ or unreliable sectors. The 
hard disk keeps a record of these sectors so that they will not 
be used to store data, and markbad is a way of adding any 
new flaky sectors to the list. However, if any sector added to 
the list is in use by a file, then that file will be lost, so you 
should back up the logical drive before using markbad. 

Having decided on your partition scheme, using the 
partition is just the same as using a floppy disk, though 
thoughtful use of folders is essential. 

HOW RELIABLE IS A HARD DISK? 

A hard disk is just as reliable as a floppy disk, if not 
more so, With good treatment it should give many years of 
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working lift. Tht main problem of with hard disks is that 
you have a lot of files instantly actc^s^ible for deletion or 
corruption, should you ^ command or should a 

program go wild and out of control (and it wnll happen!). For 
this reason you should keep regular backups of all your 
imfKirtant tiles (see below). You should also be wary of new 
and untried programs. Whenever I buy a new prtjgram, 1 
alw^ays try it out first w'iih the hard disk, turned off. That 
way, if it does go wmng, it cannot corrupt the hard disk. The 
most likely *dangerous^ programs are those with copy 
protection. Occasionally software is programmed to erase 
disk if it thinks you have a pirated copy. In the case of a hard 
disk, it has plenty to play with. 

ARE THERE ANY SPECIAL 
PRECAUTIONS OR MEASURES TO 
TAKE? 

x^s I have mentioned above, a hard disk spins very fast, 
and the head flies fust above the disk surface. Due to this, 
even the slightest knock w^hily it is turned on could cause the 
head and disk to collidcj thus destroying the disk. A hard 
disk should not be moved while it is turned on. When it is 
turned off, it is slightly more robust, and is suitable for 
gentle moving around the n>om. To make it as safe as 
possible, ready for transport to another building, yctu must 
‘park* the head. This is done with a (supplied) program 
called SHIP which moves the head ttj a safe landing zone on 
the disk, so that if it does get jtdtcd no damage will be done. 

I he only other things to do are make regular backups, 
and liHik after your hard disk as you should other electronic 
equipment, 

SHOULD I WAIT FOR THE BETTER 
VERSION? 

If you hear of a better or cheaper Version, you have to 
weigh up the factors. At present, the SH204 is reliable, fast 
and available. I have heard that a new version is coming out 
which has tw^o D.MA connectors so that they can be 
daisy-chained like the floppy disks (the ST supports seven 
DMA devices). While that is obviously a nice facility, to wait 
a few months (maybe stretching into several months) for it to 
appear is, In my opinion, folly. Huy now^ and you have a few 
months of hard disk use, and when you buy your second 
DM.A device, buy the 'Y’ adaptor that they will have to sell 
for those of us wdth only one connector. 

HOW DO I BACK UP A HARD DISK? 

All through this review j I have stressed the importance 
of making backups,, but 1 have not mentioned how^ it can be 
done, Backing up a hard disk is a problem because if you 
have iw-enty megabytes of files, then you are going to need 
twenty 1Mb disks, or 40 1Mb disks. Also you have the 
trouble of copying the directory, getting 'disk fulf messages, 

NEXT ISSUE - 

Microdeal’s Hard Disk BACK UP utility* 
Taking the worry away? 


and copying the rest onto another disk. Restoring the files to 
the hard disk is just as bad. 

There are two answers, tape spoolers, and backup 
programs. Tape spoolers are DMA devices into which you 
put a magnetic tape capable of holding at least 20Mb of data. 
With appropriate instructions, the hard disk will atari 
sending a complete copy of itself to the tape spooler, and 
after five minutes, the backup is done. Undoubtedly the 
fastest and best method, but it is not yet available on the 
Atari. Several companies are promising tape sptMilcrs (they 
can be used for 'live' data storage too - but slow) but none 
have yet been launched. 1 think the number of hard disks 
sold must increase first. They are also expensive, often as 
much as the hard disk itself! 

Backup programs help by organising the copying to or 
from floppies for you. In principle, you simply have to feed 
in floppy disks, while the program crams as much as possible 
onto each and then requests the next. An intelligent backup 
program uses a 'flag’ set by TOS whenever a file is altered. 
W’hen the backup program copies the file onto the floppy, it 
clears the flag. If you then change the file, TOS sets the flag 
and when you next do a backup, the program need only copy 
those w'ith the flag set. Next issue I’ll bring you a review^ of 
xMicrodears HACKUI^ program for more detail on what 
backup programs can do. 

DO HARD DISKS DETERIORATE? 

You’ve heard the rumour too, huh? That, w^hen the hard 
disk is new n goes like the clappers, but after a few months it 
lakes so long to create a new file that it seems like a flt>ppy? 
Well [be ‘rumour' is true, it can happen. But not just to .Atari 
hard disks, it can happen to all hard disks (I BMs too!). The 
reason is that w^hen a hard disk is new, there is plenty of 
room, and nothing occupying it. Each new file is given fresh, 
consecutive, space on the disk which means it can be found 
and loaded easily. But, as time goes on, you start to delete 
files, and the next time you create a file, TOS fits it in the gap 
of the deleted one, and the next one goes half in the gap, and 
half into the so-far-unused section. And as this happens 
more and more, the whole disk becomes more and more 
fragmented. After months of this, you have to forgive TOS 
for not being able to find everything instantly, because the 
subdirectories become fragmented too. As an aside, some 
Disk Operating Systems, e,g, .Acom^s DFS (sic) on the BHC, 
overcome this problem by not using the gaps caused by 
deletion. It just continuously allocates from the 
so-far-unused section, "^rhis means that w^hile there may be 
ink free on the disk, you cannot access it until you have done 
a 'squeeze^ to move all the files into the gaps. Such a method 
may seem the answ^cr, but practice show^s it is 'problematic’. 

There is no neat solution, but if you find that the 
response time is very slow, there is a way of fixing it. All you 
have to do is delete everything. 'ITis clears the disk so that it 
all starts consecutively again. To clear it quickly use the zero 
partition option of HDX. If you actually wanted the files you 
had on the disk, then either make a full backup, clear, then 
restore, or copy all the files over to another pariitit>n (with 
enough free room to lake the files) and then copy them back 
after clearing. I have only one worry when I do that sort of 
thing, and that is that a file may become corrupted in the 
copy process and I thus lose it, but it hasn't happened yet. 

The Atari SII204 Hard Disk Drive cosis £599 pins VA T 
and is avaiiabie Jrom ali Atari dealers. ^ 
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Not long after the ST computer was fir^t launched (was 
it really almost one and a half years ago?) a marvellous 
multi-mode drawing program was released by the very well 
known and highly reputable Batteries Included (distributed 
by Ariolasoft in the U,K.), This program was DegaSr It w^gs 
certainly better than most other 8 bit drawing programs that 
anyone had seen, but w^e all knew that the ST was capable of 
much, much more. A few other such programs have since 
seen light of day, that do a little more than Degas did, but 
none have had all the features that we’d expect from a 
professional drawing and painting program on a 68000 based 
micTO-compuier. It has taken over a year to arrive, but Degas 
Elite has now become available and it^'s got almost every 
feature that you’d imagine and even one or two that you 
probably wouldn^t. 

For those readers who haven’t seen the original Degas, 
then Ed suggest that you look at PAGE 6 Issue 2n, where a 
full review w^as published. Naturally, Degas Elite has every 
single one of the features that Degas has (except for the 
high-resolution mode inverting bug, of course!) and many 
more beside?. 

The first noticeable differenee is that the Degas Elite 
disk has to be booted. This loads in the GEM GDOS-V’DI 
routine which allows more versatility over type font styles 
(e.g. outline, italic, half-tone etc, - just like the fonts in First 
Word and DB Master!) - you can then create an initial load 
up instruction file which tells the Degas Elite program which 
fonts you want to load (you can have up to 10 fonts resident 
at one time!), and from which drive etc. Talking of fonts, the 
original font editor is still there, and there’s also a font 
converter program that enables you to convert all your 
existing Degas fonts into the GDOS-VDl format, thereby 
creating new^ variants of your old favourites. After you’ve 
htiotcd the disk, you still have to select and run the actual 
program and it’s then that you’ll immediately notice the most 
obvious differences - the familiar boxes of the original Degas 
control screen are still there, but they’re laid out a little 
differently, and in addition you also have a whole host of 
pull-down menu? which enable you to select most of the new 
g(M>dies that have been added. 

Take a deep breath and here goes. You can have up to 8 
screens (on a one-meg ST, less on a 520 of course!) active at 
any time, and you can sw^p pictures or parts of pictures 
between any of these screens. You can load low or medium 
resolution colour pictures into high resolution screens (with 
very acceptable result?) and vice-versa, and you can save 
your pictures lo disk in a compressed format, usually around 
one-half to tjne-third of the usual 32K. You can 
automatically draw outlines around any area in any colour, 
and add shadows to shapes or text. You can load in Amiga 
files (whatever turns you on!) or 8-bit Atari KtKila pad 
screens. You can load in. images without their colour files or 
colour files without their images. 

Extensive 'fill’ design routines are Incorporated, 


Dfrsk File Ser Hake Block 



Can it turn Dave Keel from 
pavement artist to Picasso? 


enabling you to create your own fills in either colour or 
monochrome, even allowing you to ^snatch’ a suitably sized 
area of any screen and use that as a repeated fill. Animation 
has been incorporated (a feature that was sadly lacking in the 
original Degas), with many animation feature? enabling you 
to produce no end of amazing effects (although a bit of 
imagination and some considerable experimentation after 
careful study of the manual is essential). Thirteen printer 
driver routine? are included on the master disk, so yours 
should be in there somewhere, and the very excellent and 
extensive manual gives you all the information that you’d 
need to write your own if it isn’t included provided that you 
know a bit of machine code. 

Ju?t about all the graphics routines available can be 
obtained by either clicking on the appropriate selection box 
or by pressing the relevant keyboard key - another new idea. 
The very useful zoom mode is still there but now you can 
very quickly zoom in from 3 to 12 times size, and scroll 
around whilst in any zoom mode. 

The most impressive, versatile and (to my mind) useful 
feature, however, is the *bli?ck’ mode. Remember in Dega? 
how you could select any of the available ‘brushes’ and use 
them to draw line?, biixc?, circles, ellipses and freehand draw 
etc.? - well, imagine that you can select any sized area of any 
picture, define it as a ‘block’ and then use it just like any 
other brush. Draw a circle with a carrot (for example!) or a 
box with the Mona Lisa’s nose!. And once you’ve defined an 
area of screen a? a ‘block" then the fun really starts, because 
vou can stretch it, shrink it, rotate it to any angle (in 
degrees!) that you like, horizontally or vertically ‘lean’ it, or 
even distort it to any abstract shape, and the blocks can be 
anything from 4 to 25 sides! The distort mode not only 
allows you to produce some weird and wonderful eftecis, but 
you can also use the distort to create true perspective - for 
example, you could produce a 3D cube with your design 
printed on all three visible sides, ‘distorted’ to the correct 
perspective to fit perfectly! For machine code ‘hackers’, the 
'block’ can also be saved to disk a? an 'icon" tile and used in 
your own programs. 

I’m sure you’ll have gathered by now that I’m 
impressed with Degas Elite, To balance the situation a little I 
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520 STFM ONLY £395!! 
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1D40STF MONO 
1Q40STF COLOUR 
520STM +SF354D/D 
520STM +SF314D/0 
l30XE + XCl2Etc 
130XE+1050 Eto 
MP 165 PRINTER 


£700 

£930 

£440 

£405 

£155 

£230 

£259 


FULL RANGE OF 
SOFTWARE AVAILABLE 
16 Bit Software 

Leader Board £27 

Stargikjar £22 

Psiori chess £23 

Wortd Games £23 


3 Bit Software 

Track 4Field{Rj Ifwkjdes 
Special Controller 
Screaming Wings (D) 

Star RaKSar&EI (D) 


<every feature you’d imagine’ 


Video & Software 

(Inside Osprey Business Computers) 
5 The Bridge, Wealdstone 
Middlesex, HA3 SAB 
01-861 2407 

ALL PRICES INCLUDE VAT 


must report that my copy crashed several times after around 
one and a half hours use - although knowing the 
idiosyncrasies of the ST, and the non-legitimate mods I’ve 
made to mine, it could be the fault of my machine but 
soiTieht>w I don't think so. It may be that some of the 
pointers get mixed up after prolonged use and a lot of saving 
to disk. You wouldnT spend a long time on a masterpiece 
artistic creation and not save it to disk at least every 15 
minutes would you?. 

Other than that single doubt I can wholcheartedely 
recommend the program to anyone who takes their drawing 
seriously enough to spend around £70 on a program. 

Allowing for the ST's graphical Limitations, the program is 
as near a ^professionaT tool as it is possible to produce on an 
all-round machine. I know everyone is talking about (and 
probably waiting for) Mirrorsott’s ‘Art Director^ but 
remember that as far as Fm aware that only works in 
low-resolution mode, which makes it pretty unsuitable for 
any serious graphical work destined for a monochrome 
printer. Thai said, if you don't own a high resolution 
monochrome monitor^ and aren’t particular about medium 
resolution, then perhaps it would be an idea to wait for the 
cheaper ‘Art Director' to see if it Lives up to expectations and 
promises. However, if you’re looking for a state-of-the-art 16 
bit ST drawing program that works equally wrell in any of the 
ST’s three graphics modes and takes a lot of the hard work 
out of any of the graphical ideas that you want to try* then 
you’ve found it!. 

By the way, if you are an existing ‘original Degas' 
owner, and you are wondering if you can Trade-in’ your disk 
for an upgrade to Degas Elite, don’t bother trying* I've 
called Ariolasoft and it’s not their policy. Seems a bit unfair 
to me, after all, the original Degas disk is totally redundant if 
you buy Degas Elite. t 


.wJaCwO. 


Next issue we take a look at Art Director. 
First glance shows it to be every bit as 
good as Degas Elite, but is it any better? 
Plus a feature by feature comparison for 
you to judge for yourself. 


6 - Issue lit 


57 





































MARTIAL ARTS, SPORT, 
PINBALL OR POOL? 

take your pick, it’s all here 


KARATE KID II 

Microdeal 

£24,95 

Reviewed by John Davison 
Jnr 

Microdeal’s latest ofTering for the 
ST is a fine beat "em up game with a 
few extras^ including digitized graphics 
and sound effects. 

The game is based on the film of 
the same name, and although 1 have not 
seen the films ^ would imagine the plot 
is the same. The town where .Myagi, 
the old man, was born has been taken 
over by a bunch of pretty mean looking 
bad guys, and you, playing the part of 
Daniel must fight your way past several 
different opponents and eventually get 
to the final encounter. Why you want to 
do this I am not entirely sure, as the 
instructions don^t really teli you. 

The first thing which you notice 
when the game has loaded is the 
excellent picture of Myagi and Danielj 
on the title screen. This picture, I 
would Imagine, is digitized as I seem to 
recall seeing the same picture on a film 
poster somewhere. 

The first two scenes have you 
fighting against two of the ^tough guys’, 
first Toshio and then Taro. These two 
fighters are experts in the martial art of 
karate, and on your first few goes with 
the game they will give you quite a 
beating! To wipe out a fighter you must 
hit him a certain number of times, 
gradually making his energy level 
decrease until eventually he falls over 
and can’t get up again. The first two 
fights take place indoors, and the 
graphics here arc extremely good. You 
are in a room* which has a tiled floor, 
there is an opening at the back of the 
room through which some beautiful 
scenery can be seenn This scene can be 
one of the following - Pagoda, Lake, 
Mountain, Sea port or Villa and 
Mountain. On the wall next to this 
opening there is always a delicate 
oriental illustration of some sort, for 
example a Dragon, an Elephant, a 



Tiger, a Swallow, or a Fish, these 
illustrations have a lot of detail in them 
and add considerably to the general 
atmosphere of the game. 

If you manage to defeat the first 
two fighters, you must go onto the 
‘concentration test’. Here you are 
magically transformed into a digitized 
picture of Myagi, and you must catch a 
fly with just a pair of chopsticks!!] 
Believe me, it is very difficult, but 
possible. If you succeed you receive a 
bonus, but even if you fail you will still 
go onto the next stage. You must again 
take on the two fighters, Toshio and 
Taro, but this time, in Myagi^s rained 
garden. Again the graphics are first 
class, and consist of ruined buildings 
on either side of a small grassy area. On 
the right hand side of the screen there 
is a small pool in which you can see 
reflections of the buildings. Toshio and 
Taro fight slightly more fiercely on this 
stage, but the level of difficulty is not 
significantly harder. So once you 
become a reasonable fighter it shouldn’t 
be too difficult to bash these two guys 
about a bit, and get on to the next 
^concentration test’. This test has you 
karate chopping sheets of ice! To do 
this you must build up Daniels 
concentration by ‘waggling’ the 
joystick, making a small drum in the 
top right hand comer beat faster and 


fasier. Then when you push the button, 
Daniel will let out a bltKid curdling 
scream and smash ihe ice. The 
animation is made up of a series ol 
digitized (yet again) pictures. The 
whole thing is over in a flash, and the 
next thing you know you are moving 
onto the next scene ‘The Final 
Encounter^ where you must fight 
Chozen, who is a raiher nasty piece of 
work. He is quite a violent litile chap 
and it will take you a while to work out 
a way of beating him. The fighi takes 
place at the castle of King Shobashi 
(bless you!)„ where the scene is really 
shadowy and spooky. 

You fight as before until you have 
reduced his strength, fhen, according 
to the manual, jusi as Daniel did, you 
must learn the secret of the drum, or 
die! Whenever I play it is always the 
Larter! 

When controlling your fighter, you 
have a choice of sixteen moves. I'hese 
moves include the usual iumps, kicks, 
punches* etc, which you find in most 
karate games. Each move is 
accompanied with a very realistic 
scream or cry, which I would imagine 
is - yes, you guessed it - digitized. 

The title screen and high score 
table have the music from the film 
playing in the background - ‘The 
Glory of Love*. It is quite a good tune 
and it doesn’t sound too bad 
considering the S r*s mediocre si>und 
chip. Ht>wcvef if you are lucky enough 
to own a MIDI synthesiser, you can 
play the music through that. The 
program is set up for use with a CASIO 
CZlOl or compatible, but it should 
work with other synths. 

My only niggle with Karate Kid II 
is that after playing it many times, and 
each time reaching the final encounter, 
it annoyed me intensely when 1 kept 
getting nobbled whilst irynitg to 
discover the 'secret of the drum’. On 
the whole this is an excellent beat "em 
up game and in my opinion is far 
superior to Paradox's ‘ST Karate’ 
(reviewed Jan/Feb). 

What is the secret of the drum? 
Answers on a postcard please! 
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THE PINBALL 
FACTORY 

Microdeal 
Colour only 
f24,95 


Reviewed by Mark 
Hutchinson 


[ have had a great urge to 

treat myself to a pinball table but have 
never gotten around to it. I have 
however tried several pinball 
simulations on the S-bit ATARIj 
including the l^inball Construction Set 
(PCS) by Hlectronic Arts, so you can 
Imagine that 1 was really looking 
forward to trying out The Pinball 
Factory from Mierodeai. 

The program comes in the usual 
nicely illustrated box wdth a 14 page 
lxK>klet. The instructions are plain and 
concise and the program is so easy to 
use that you w^ill only read the 
instructions a couple of times. The disk 
contains only the Pinball program 
which includes a sample table but why 
this was not held in a separate file 
alludes me. I would guess that the 
writer w^as afraid the original file might 
have been overwritten or corrupted by 
the user, if so, good thinking] 1 saved 
the demo to a file to give me something 
to work with but take note - if you arc 
saving a file and the disk is write 
protected) the program will not trap tht 
error! This means that the disk will 
spin and that is all. You may think your 
program has been saved but it has not. 

On booting the program, the 
screen is set to low resolution 
automatically (nicer than getting an 
error message and having to reboot) 
and an intro screen is shown for a few 
seconds before coming to the main 
menu. Here you tan edit, play, load or 
save a game, erase a file or lake a 
directory from any of three drives. This 
is done in a way I find preferable to the 
normal GEM directory window 

Choosing to edit the game will 
bring you to another menu where you 
can edit the board or logo, alter the 
rules or test the game. The edit logtj 
option gives you everything, having 
been spoilt by DEGAS, that you have 
come to accept as standard fro^m a 
graphics package. Edit board is just as 
good, giving you the usual 16 colours, 
brushes, fills etc. It even includes a 
magnify mode for better detail and the 
ability to cycle fills backwards and 
forwards. 


The parts of the pinball table can 
be removed all at once or separately. 

To remove a single item you must set 
the remove btix, choose a part similar to 
the one to be removed, move the icon 
directly over the part the board and 
push the mouse button. If you do not 
place the icon exactly over the part then 
you could be left with garbage on the 
screen. Or you can use the ‘I’ box to 
remove each item. The item can be 
chosen by arrow keys that w'ill cycle 
through the parts on the board. I much 
prefer the way Bill Budge used FMG 
(sprites) to move the icons on and off 
the PCS board, but I can live with this. 



The board itself is a basic shape 
and, unlike PCS, cannot be altered 
directly, however, using brush and 
paint you can redesign the board. The 
colours are of tw^o kinds, one that is 
invisible to the ball (for all those pretty 
pictures you want on the table) and 
those that the ball will see and interact 
with. The latter are used to paint in 
lancR and bumpers. 

T he game itself plays very well 
but, when you come to design your 
own, you must remember to play test it 
fully^ You can change such things as 
gravity, bounce etc. With PCS there 
were certain areas where the ball w^ould 
stick and these would have to be 
redesigned. The author of The Pinball 
Factory has thoughtfully included a 
Tilt* option and this could be beneficial 
with such areas (conversely, with Tilt’, 
these areas could then become a 
‘feature’ of your board). 

T’he program includes all the usual 
board features, including ball traps to 
give multiple ball play. Normally w^hen 
multiple balls are in play a program 
runs slow and can become 
exasperating, howe%^er I found no 
difference between single and multiple 
ball play with this program. Better 
programming techniques or lust the 
power of the fifiOOO? 

I am pleased that I was able to try 
this program out. It docs not take long 
to become conversant with all the 
options available, but it does take time 
and careful preparation of the bt>ard to 
yield good results - but that is true of 


most construction pmgrams. 

One option missing from this 
version is some sort of stand alone 
package. This was included with PCS 
and meant that pinball games could be 
placed in the public domain with the 
resulting free advertisement for the 
original construction program. The 
only problem is that this type of 
package tends not to have a dedicated 
algorithm (it must test for all options 
even when not on the board) and thus 
will run somewhat slower but this 
should not be much of a problem with 
the fiHfMlb, It might be worth contacting 
MicrodeaJ to see if they intend to 
produce such a package in the near 
future, otherwise people might be 
tempted to copy the program itself in 
order to show their friends games they 
have deisigned. 

My personal gripes are that I 
would prefer a higher resolution and a 
bigger table, plus the ability to haix a 
sound select option. Taking everything 
into consideration (and the fact that 1 
have condensed this review) I would 
still recommend this as a good buy for 
all pinball addicts, Besides which, you 
get an entry^ form for a design 
competition to win three prices of 
£1000 each! 

ARENA 

Psy gnosis 
£29,95 

Reviewed by John lyavison 
jnr 


If you shelled out nearly thirty 
pounds for a game then you would 
expect something excellent in return, 
right? Well Pm afraid Psy gnosis forgot 
that people think like this when they 
wrote one of their latest garner, 
ARENA, It is, basically, a '["rack ’^n’ 
Field type game with improved 
graphics which look superb if you see a 
colour screen shot of the game, but you 
might conclude that graphics are not 
everything if you actually watch the 
game in action. 

The graphics are very flashy, and 
the game takes up a lot of memory (2 
single sided disks), but so what? It is 
one of the most unplayable games 
around! For a start, you have to pound 
away at the keyboard to move your 
athlete!'! If this game used a joystick it 
would be a fierce waggler, but in this 
case, you arc constantly afraid of 
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beating several hundred pounds worth 
of keyboard to deathE 

The events in this game are - 
100m Datihj Long Jump, High Jump, 
Shot Put, Javelin and Pole Vaults To 
complete a full game (which is a painful 
experience, especially for your 
keyboard!) you must compleie each 
eventj howeverj it is possible to have a 
go at just one ot two events. 
Incidentally^ in the Pole Vaultj the pole 
appears to have shrunk in the wash 
somehow, and your athlete is probably 
longer than the pole. Stranger still the 
end of the pole does not even go into 
the ground] 

The packaging, which by the way 
is the one of the best parts of the game, 
has all sorts of obscure statistics on it. 
Claims such as - "^^screen image scale 1 
pixel — 1 inch” are believable as your 
character is very large and is quire 
impressive graphically, liut “Average 
screen speed of character = 64 
pixels-second” is a little bit of a weird 
claim, this means that your characier 
moves the equivalent of five feet every 
second! This would be fine if the 
animation was smooth^ but it isn^t! The 
animation is some of the jerkiest I have 
yet seen in an S P game. One reviewer, 
however, has said that the game had 
animation “the most realistic you^re 
likely to see this side of the Olympic 
Games.” The reviewer in question and 
myself seem have a small difference 
of opinion here! 

Another complaint - when your 
athlete, or something you have thrown 
moves off the right hand side of the 
screen, there is no scrollmg! 1 couldn^'t 
believe this. What actually happens is 
that your character disappears off the 
edge of one screen only to reappear on 
the left liand side of a new screen! I 
know the ST has no hardware scrolling 
capabilities, but it is possible through 
softw^are. Just look at either Winter or 
World Games from Epyx, 

Upon completing an event, a fat, 
Strange looking official comes along and 
starts making insulting remarks about 
your athletic skills! These comments 
appear in speech bubbles and are quite 
a novel idea. At first they are quite 
amusing, but wear thin after a while, 
and unfortunately there is no facility to 
turn the damn things off! 1 also noticed 
that there were a few^ spelling mistakes. 

Sound is practically non-existent, 
and what little there ij;!, is not exactly 
awe-inspiring. The odd feeble 
sounding crack of the starters gun, and 
the pounding of your athletes trainers 
on the ground are the only sounds 
which 1 really noticed. As with a lot of 


British ST games there are not enough 
sound effects. 

The game can be played by up to 
four players, each taking it in turn to 
batter the keyboard to an even earlier 
grave. A four player game could be fun, 
but the game doesnh have a high 
playability rating, so the attraction 
wears off after the first two events, 

I his could have been an excellent 
game if it used a joystick, the animation 
was smoother, there w^ere scrolling 
backgrounds, better sound effects, and 
perhaps even a bit of music. All I can 
say is, save yuur thirty pounds and 
wait. Maybe Psy gnosis wo 11 bring out 
something better! 


COLOURSPACE 

written by Jeff Minter 

Llamasoft 

£19.95 

Reviewed by John Davison 
jnr 

Those of you who have been to the 
Atari User shows will undoubtedly 
have seen this amazing piece of 
software in action on the Llamasoft 
stand being used by its author, Jeff 
Minier, to create fantastic graphical 
effects in time to loud rock music. 

It is billed as a 'light synthesiser^ 
and this is probably the best name for it 
as it does not really fit into any standard 
catcgcjry of software. It is not really a 
game, even though it is 'played', and 1 
guess if you had to categorise it, you 
would call it a ‘creative tool'. 

The manual, which is excellent, 
explains how^ lo get started in a ver>^ 
different way to normal programs - 
‘Hire up the stereo, reduce the amtjuni 
of ambient photons in your vicinity 
(turn off the light), grasp the mouse 
firmly and waggle it about a bit.'' It 
then goes on to tell you about the really 
‘zowie' effects that you will be able to 
create! 

The program has a staggering 
number of different commands 
available, over one hundred!!! 

However, daunting as this may sound, 
it is a very easy program to use. To 
start with, I put some very loud music 
on the stereo, and pushed f 1 on the ST 
keyboard. The disk drive started to 
whirr and tw^o golden coloured shapes 
appeared at the bottom of the screen. 
Hmm, strange, 1 wonder what they 
could be? 1 pressed one of the keys on 
the numeric keypad which change the 


colour palette and the tw^o golden 
shapes turned into two large, bald 
heads (you must have seen the advert 
on the back of the magazine!), which to 
be quite honest, are pretty amazing if 
the room is in total darkness! I then 
waggled the mouse abtjut a bit, as 
instructed, and held down the left 
mouse button. The resulting effect was 
stunning! The fine lines of the ST’s 
low-resolution mode had beautiful 
colours flowing through them. I 
consulted the ‘Colourspace command 
summary’ sheet and decided that the 
pattern tin the screen w^ould look pretty 
good in a different symmetry mode, so 
I pushed ‘N’ on the keyboard, which is 
'Spiral Symmetry’. The result w'as 
nothing short of brilliant. The graphics 
were reflected in four ways, and when I 
moved the mouse with the left button 
pressed, the graphics moved around the 
centre of the screen in a ‘spiral’ pattern 
[hence the name).It is a fantastic effect 
which is well suited to slow pieces of 
music (such as 'Brothers in Arms’ by 
Dire Straits). I continued to fiddle with 
the program, and before I knew it I had 
spent several hours with the thing! 

Well, enough of my praise. I’d 
belter tell you a bit more about the 
program itself. The program uses the 
S I ’s 320x2tKl mtide, and is controlled 
*by the mouse and keyboard. It is 
possible to load in HHOchrome files as 
either foregrounds or backgrounds hir 
your light show. There are six different 
forms of symmetry including X, Y, 

X Y, Quad, Spiral and Augmented, or 
you can select to have no symmetry at 
all. What do these symmetry modes do? 
Well, you control a basic light form 
shape, and when a symmetry mode is 
activated the light form is reflected to 
other parts of the screen. This then 
moves in the same way as the lightform 
you arc controlling, making the 
patterns on the screen look 
symmetrical. You can also have 
starfields, either coming outwards from 
the centre of the screen or moving left 
to right and up and down. You can also 
implement a gravity routine which 
pulls the graphical effects downw'ards. 

It is possible to record shows 
which have been created specially ftir 
particular pieces of music, these can be 
played back ai a later date without 
having to touch the controls. You can 
also define your own ‘presets* which 
include things such as colour palettes, 
lightform shapes and which symmetry 
mode is enabled etc. 

This program is spectacular! I 
haven’t met anyone yet who doesn't 
like it! It is an ideal performance tool, 
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and it will go down well at pariie^^ ur ai 
disco^s (it would look fantastic using a 
projector telly at a disco). The author, 
Jeff Mintcr has already displayed it in 
various different ways* even at ihe 
London Planetarium!!! Whatever your 
use for this program, it will bring you 
hours of enjoyment. But watch outj 
Colourspace II is comingj all you 1 meg 
ST owners are going to be in for an 
even bigger treat! 

WORLD GAMES 

Epyx Software/U.S. Gold 
£24,95 


Reviewed by John Davison 
fnr 

Not another sports simulation 
from Epyx? Yes, we now have World 
Games which is the fourth and most 
recent in the Epyx ^Games^ series^ and 
is the second to be made available on 
the Atari ST. 

There arc eight events altogether, 
each requiring a strong and sturdy 
joystick and quick reactions. To 
become a World Games champion, you 
must wrestle with a four hundred 
pound Japanese Sumo wrestler, toss a 
caber in bonnie Scotland, tly over a row 
of barrels on ice in Germany* throw 
yourself otf a cliff in Acapulco, Mexico, 
hurtle down a snow covered mountain 
through a slalom course in Chamonix, ' 
France, lift an enormous lump of iron 
above your head in the Soviet Union 
and roll a log in the middle of a lake in 
Canada, Good mixture eh? Each event 
is a completely different concept, so 111 
take you through them one by one. 

The Sumo WTestling loads with an 
excellent oriental tune playing in the 
background. You the find yourself in a 
Sumo w'resiling ring, with lanterns 
hanging from the ceiling and a pretty 
mean looking human blubber ball 
standing a few feel away from you! The 
graphics in this event are extremely 
good. They are very clear, and the 
wrestlers have an almost cartoon 
quality about them. The colours are 
very realistic, as is the animation. You 
have twelve moves m choose from, 
including an Utchari (what the heck is 
an Utchari?). 

The caber tossing h also quite 
impressive, if a little difficult. WTilst 
the event is loading the tune which 
plays along in the background sounds 
very much like bagpipes, but more like 
Northumbrian pipes than Scottish, 


However the effect is still good. 
Basically, all you have to do is to throw 
a telegraph pole further than anyone 
else (all you have to do!!?) If that 
sounds difficult, I can assure you that it 
isH! 

The barrel jumping involves high 
speed skating on a frozen lake* and 
lumping over a row of barrels. The 
event is highly playable, aitd the 
graphics and sound are very good. 
There are many nice touches in this 
event, such as if you fail and fall 
through the ice, your face turns blue! 

The cliff diving has you leaping off 
the 'La Quebrada^ cliff in Acapulco, 
Mexico. As a courageous diver, you 
must launch yourself from a craggy 
ledge tow^ards the crashing surf below. 
The graphics are very good, although 
the scrolling as you plummet towards 
the shallow waters is a little flickery. 

Bull riding, the most dangerous 
event in rodeo, has you riding a violent, 
angry bull bareback, with only a puny 
bit of rope to hang on to! The graphics 
and animation are (again) very, very 
good, and the playability is high. I’be 
controls, however, are a little difficult 
to master, but t>ncc you get used to 
them you'll be riding the mighty 
'Earthquake* within a few^ goes! 

The slalom ski-ing is a 
straightforward 'get through the gales 
as fast as you can’ type game which you 
used to get on the Atari VCS machines 
y ears ago^ What makes the World 
Games version different are the 
marvellous graphics and ultra smooth 
scrolling. In fact it has some of the 
smoothest I have ever seen on an ST, 

The weight lifting takes you to the 
Soviet Union, home of the best 
Olympic lifters in the world. You have 
to complete two different kinds of lift. 
The 'snatch* and the ‘clean and jerk* 
both require crucial timing and skill. 
The graphics yet again (I’m getting fed 
up of saying this) arc great. The 
animation is first class, as are the sound 
effects, as your lifter breathes deeply 
befO’te lifting the weight. These sounds 
add greatly to the realism of the event. 

Finally the Log Rolling, in 
Canada. This is a very amusing event 
which plays Monty Pythons ‘I’m a 
Lumberjack’ as it is loading. Von and 
your opponent must balance on a large 
log filiating in the middle of a lake. 

Your aim is to roll the log with your 
feet in such a w^ay that your opponent is 
thrown off balance and off the log. He, 
of course, is trying to do the same to 
you. However, there is a slight problem 
when playing against the computer. It 
would appear that he is an expert log 


roller, and to start with he will always 
beat you. Also, are there really sharks 
swimming about in Canadian lakes??? 

When loading an event you can 
choose whether or not to have the 
‘Travelogue’ feature activated. This 
feature tells you all about the event 
before it loads. It is a nice touch, but I 
found myself turning it off after a few 
goes, as it 'gets in the way*. 

World Games is done in the 
standard Epyx sport simulation format, 
allowing up to eight people to play, 
representing any of eighteen countries, 
and, as with the other ‘Games’ you can 
choose whether to compete or practice 
in an event. The graphics, right 
through from the title screen to the 
backdrops on each event, are excellent, 
and the animation, in all the events, is 
superb, with music and sound effects of 
equal quality. This is yet another 
classic game from Epyx, and I can 
confidently recommend it to anyone. 

ELECTRONIC 

POOL 

Microdeal 

£19.95 

Reviewed by Les Eilingham 

It’s hard to write a long review on 
a game that is so simple and 
straightforward to play as this one but 
don't make the mistake of thinking that 
simple means 'no good’. One of the joys 
of this game is that you can boot it up 
and play without any complicated 
manual reading. Occasionally it's nice 
to be able to play a game without 
needing a degree to understand it! 

Electronic Pool is just that - an 
overhead view of a pool table with cue 
and object balls. Place a cursor on the 
object ball, set the power bar at the top 
of the screen and cue away. With just a 
little practice you will will be potting 
those balls. You may play solo or with 
another player with up to 8 games in a 
session. Points are scored for each ball 
potted with the scores of each pcjcket 
rotating as the game is played so that 
the easiest shot is not always the best to 
go for* As a solo game there is a high 
score table to judge your improvement. 

The animation is smooth, the 
sound effects and graphics are good and 
the game is easy to play. A nice one for 
the end of the day when you want a 
nice relaxing game that will retain your 
inreTCsr without taxing your brain too 
much] • 
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MAKE YOUR DEGAS SLIDE 
SHOWS EVEN BETTER 


3,6 * 

By L-iy S 

. gota^y ^ Q Uay*; ^ 

cjl j fie' SKOW ■ tfmyr^ ■ 

^ tK hit 'iitader^prg 

Creating +i 


;! ,ull.» 2 , cl«rw 2 = ^ 

- I: «.' 

riir 

11 * OT. error 90'0 ^.,i,J,r .prS', 1 

,20 oper R ■ J byte* 

',« Vn e?ror‘QOt» ,A3 

,50 checKsunKr-H: 

[lit = t-* * ‘ • 

130 neit recxi .^'“'*,*0 then 22 * 

'il* V.Tm Creation 

% I ■. %\ YrZr “p*f* r* 

2 i 0 data ® ® ’ 128 , 0 * • ^*^3 e , 20 

■y7R data 0 * * a 12 , 200 * a b 

Y 00 data 32 * ^5 4 9 4 ^ ^ ^ 1^0 * 0 . « 

320 fb r"" i ® 4 ^^79 ?7e 

s ‘,f ’4:«’.« '-. ■ fi*‘" 

IV, dV4»: • V! ‘s'/e*. >« 

0 .te « , . ",,i t^ 4 ' 

420 data A3 * 0 *9 ' ' ^ ' ^In* ^0 * 9 

43 a data 51 *, ^235 » 22^ J 'l ’ll* 

,50 d,t* 129 ■ ’ * ’,3 , 7B , *S fl * 0 ’ 

440 d.t. *3 . 3* , 12 , 33 . • ® ;,3 . 45 

470 <4»t* * ' “ ; ^3 40 , « , 32 t 7® * 

:4 s::: .,i; •,\ ^ 

21: r ’ 4 I 295^ 224 . 43 . ^ 4. 

510 data fl » * * 143 , ^7 * ^ - 

520 d*t» ^0 , is , 4^ 3 9 ’ |U' 24 A * A3 * 

530 data I * 143 . 01 » 74 , 64 

^ 1 : r ^155 22 . 33 . ■ 

fcci di-3^3 ® ■■ ^ -I a 0 ■ 23^ f ^ j-fc 

0 6 * 63 , 60 * 9 - 27 ^ 78^^ 

570 data 0 ♦ * A 3 , 60 1 9 » " a i? 

5B0 * 7 0 ’t27 * 255 , 6 ^ ' ^ * 2 ^ ’ 25 

5^0 data 69 * ^9 * \ 143 , 2 * 64 ^ t27 ^ 

H*V, « ’ 7 I 12S . « • ^! ’ :* ’4 .‘l28 

III d^a ®S0 * 2 , 'l2^ *1 ® » ® SI 

t?. -1*4^95 2 *. .*3 .3t1’.?4' * . 

^70 data 0 * ■ 2 I 6 * ! 70 

?’• r« ’ li ’2 . «= • 32 . 124 ^ 

7 B 0 data 40 * 60 * ^ ^ 15| ^ A 6 ^^ 

71B data 120 , » » ^ 200 * 255 , 24* , 

720 data 66 T "*6 * ^9 * - 0 ^ * 

73 a data 9***0rt,0,9*J'! 

740 data J » ® ' @ ^ 0 , 0 * 0 ■ 9 ’ ^ 

750 ti*ta ® ® ' 0 , 8 . B * 9 3 J ’ a 

7A0 J^S'9 0*9493®^® 

780 ! ’ H 0 . 0 > 9 ■ ® ’ ®*o‘ 0 

778 data B * ® ’ 24 , 14 * t 6 * * 

oBfl data 6 * 19 ^ 


A machine code program created from 
Basic by Paul Lay 


Degas Fading Slideshow provides a continuous slide- 
shtjw of all Degas format pictures on a disk fading each into 
view in a similar manner lo several such programs available 
for the Atari S-bii systems. 

The program %vlll automatically select only those 
pictures that correspond with the resolution in which the 
program is run provided that the standard DEGAS extenders 
are used. If there are no tiles on the disk that match the screen 
resiilution the program will return to the desktop otherwise it 
will display all pietjures in a continuous loop. 

d he main listing can be typed in using ST BASIC and 
vidll generate the appropriate object code which can be run in 
the normal way. For thtise who wish m delve more deeply the 
Assembler st>urce code is also given. 1 his is quite useful as it 
shows that quite complex operations, such as file processing, 
are made easy by the GEiMDOSj BIOS and XBIOS routines. 


Note: FADER will only run with 512k 
machines. Owners of 1 Meg machines 
should first run MAK512.TOS or a similar 
program available in the public domain 
from your local user group or from 
PAGE 6. 
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LET’S MAKE 


LOTS OF PRINTED THINGS! 


Owners of 3-bil systems who also have access lo a printer must surely know about Frmt bhop and ns accessories 
(reviewed in issue 20) which must be one of the most useful applications programs for the ordinary home user. If you have 
not seen that program before, what it briefly enables you to do is print out your own custtim staiioneryj greetings cards, 
posters^ banners and calendars. Shortly after the ST came out a Print Shop clone appeared called Frititmaster which was 
basically Print Shop only a little more sophisticated. A must for any bit Print Shop owners but it was recently with¬ 
drawn due to legal action from Broderbund and with Broderbund failing to release Print Shop in ST format it looked like 
ST owmers would have to forego the joys of home printing. 

Then, suddcnlyj along came a series of budget price software (only jf!9,95t) called Lei s Make .. Greeting Cards, 
Calendars and Stationery and Signs & Banners. Three separate programs with two addititmal Art Library disks also at 
£9.95 each, You^ve guessed ii, clones of Prinimaster! The series is basically Printmaster broken down into separate disks 
which makes it an excellent w^ay to get into home printing. One of the problems with the original Print Shop was that it was 
quite expensive and most people used only one or two of the modules. Kow you can choose just what you want, Each disk 
supports a whole host of printers and is so simple to use that you really don’t need any sort of manual (though you do get a 
brief manual with each disk). 

If you have a printer, or intend getting one, these programs come highly recommended at £9.95 each and will put your 
printer to excellent use. Buy them nowf before Broderbund find out! 


:Tnuo"^ 


CALENDARS & STATIONERY 


wJanuiirv 1987 


Print out three types of calendar, either a full month, a 
weekly day to a line calendar or a w^eekly open format to 
enter your own dates. Your own choice of graphics go at the 
top And ytju choose the font style for the month and year. 
Short reminder notes can be entered on any day. 

Letterheadings can be created in a variety of ways with 
different graphics at the top and, optionally, bottom. Fonts 
can be selected fi>r the main heading, though not the address 
lines, and for the bottom if required. 




Kh jmIaFI i# 
F*erl CLEAHE^ 


SIGNS & BANNERS 


Pft'jL i 3113^3 
1^000 lUCK 
■^T 5157 vnEiis:^ 
FEOM W-l- 


Signs come as A4 size posters which you create to your 
own design using graphics in small, medium or large size. 
The size of graphic determines the number available on each 
poster. Pext is overlaid in a font of your choosing w ith 
several styles available in each font. Although the layout is 
not frec-form (you must select from pre defined positions) a 
huge variety of signs can be made for almost any occasion. 

Banners are long signs, primed sideways on continuous 
paper with all the usual choices t>f graphics and text. I low^ 
long depends on what you want to sayl 


GREETINGS CARDS 




Greetings cards are cleverly printed i>n ,^4 size paper so 
that they can be folded to quarter A4 size with a design both 
on the front and inside of the card. Cards are a little more 
complex but are really quite easy as are all of the modules. 
Every program in the series gives yt>u a preview^ belore 
printing and this is especially useful for the Greetings C^rds. 
You can also step back through each step of the design 
procedure using the ESC key until you get just what you 
want. When you get a good design you can save it ccj disk. 


reviewed by Les Ellingham 


ART LIBRARIES 


Two additional disks are available each containing 75 
new' graphics elements for use with any of the main programs 
so you need never be stuck for inspiration! 


The Ler's Afake series is uvai fable /row Software Express 
fu Birmitighiitfi who kiitiliy supplieJ ihe review copses. * 
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THE BEST OF BASIC 


F^jr the past four years I have owned an Atari coitipuier. 
When i first got my Atarij I didn’t know anything about 
computers and it wasn’t until much later that I began to sus¬ 
pect, from reading ANTlCj ANALOG and COMPUTE] 
magazines, that I had something really special h Then came 
the people at the computer store who specialised in Atari {yes, 
there ready was such a thing!) and the gang at the monthly 
Atari computer club meetings. Now I could walk into any 
computer store and be cocky in the knowledge that my 
computer was as good as anything they had to offer. 

Now' 1 own an ST. I am not the slightest bit sorry for 
having had to junk my S-bil system but it would have been 
nice to have the best of both worlds. When I got my ST, one 
of the first things I did was to sit down and thumb through 
the BASIC ntanuaL I was delighted lo find dozens of things 
that I did not understand. Now I don’t mean that the manual 
is poorly written (it is) and I don’t mean that there are not 
enough examples (there aren’t). What 1 do mean is that there 
are loads of new commands, graphics, string manipulation, 
file manipulation, built-in debugging tools - you name it! I 
was ecstatic! So I bcHJtcd up the disk, anxious to get started 
solving those mysteries one by one when what do you suppose 
I saw? Well, at first I wasn’t too sure what I was looking at. 
All these little windows started popping up all over the 
screen. Some of them popped up only to be covered up by 
other little windows, I kind of felt sorry for the covered up 
ones. T mean, what did they even pop up for in the first place? 

Was I discouraged? Heck no! I plunged into ST BASIC 
with all the fervour with which I had tackled ATARI BASIC 
four years earlier. This lasted for approximately five minutes. 
It took me that long to realise that ST BASIC is a mess! Since 
then, my opinion has been verified by numerous authors in 
the Atari magazines. Jim l.uczak, writing in ANALOG 
magazine, says that, along with several other minor bugs, he 
discovered that when attempting to save a program larger 
than about lOK, using SAVE AS/REPLACE, ST BASIC 
will erase any previous copy with the same filename and then 
promptly lock up. If you do not have another copy of the 
program, either with a different filename or on another disk, 
you are just out of luck! 

O.K.j so ST BASIC is awful. At least the screen editor is 
awful. Now what? 

As I see itj, we have a choice. We can ait around idle and 
wait for a better BASIC (or a better version of the original)^ 
we can use the time to learn another language like C or 
Assembly or we can make the best of a bad situation and start 
using ST BASIC- 

If you choose the latter option, as I have, I have some 
good news for you. Type in the following listing and save it to 
disk under the name SETUP.BAS 

10 poke systab + 2,1 
20 clcarw' O^fullw' 0 

Unless you arc writing a program that will be run in low 
resolution, boot up BASIC in medium resolution. This will 

This artick jirst appeared m POKEY PRHSSj the net^s- 
Uuer of ihe A tari Computer Club of the Palm Beachesf 15545 
S. IT. 151 til Street^ Indiamownf PL ,13456y U,S,A, 


by David Wrenn 

allow you to see more of your listing in the EDIT window. 
After booting BASIC, run SETUP, This will clear the EDIT 
window and open it to a full screen. It also causes the editor 
not to show the line being edited in that nearly unreadable 
infernal grey font. Instead, the line is not affected at all, Try- 
poking SYSTAB + 2 with any number between 0 and 32. 
You’ll be surprised at the results you get. 

Also, when programming, always use the EDIT window. 
There are a few things that cannot be done from the EDIT 
window but, for the mtist part the EDIT window may be 
used in much the same way as the full screen in ATARI 
BASIC. Try to forget that you are in a stupid window at all 
and just program away! 

Atari has announced that a revised version of ST BASIC 
is in the works. There is no word yet on when to expect it or 
exactly what the improvements will be, but the word is that 
windows will still be implemented in much the same way as 
they are now. Until things improve, hang in there and DO IT 
IN BASIC! Until then I leave you with this little program 
which win produce mailing labels on any printer, I hope you 
find it useful. 

10 OPENH ZtFULLM Z:CLEARH 2 

20 gotoxy print **label maker by 

Pavid R. Hrenn" 

30 gotoxg 10 t 2: print "==:============:=: 


40 ?:?:?:? sprint "ItOH MANY LIHE5 F 

OR LABEL** J ; XHPUT LIN 
4B CLEARM ZSGDTOKV e,,5:FOR L-1 TO LlN 

50 PRINT **TYPE LIKE INPUT THIS CL 

> 

60 NEXT L 

76 CLEARM 2 

S0 GOTOXV o^i:? "VOU TVPEbS ■* ! ? tFOft L-1 

TO LI»:7 TXTSCL>lNEHT L:? 
fo INPUT '*15 THAT CORRECT CV/N}";A5 

leO IF A$<>*'Y'* AND A$<>"y" THEN 45 

110 ? S? : INPUT **M0M MANY LABEL5";H 

113 ? !? SPRINT "ENTER 1 FOR I INCH LAB 

EL 5 

115 INPUT **ENTER Z FOR ONE AND ONE HALF 
INCH LABELS";SIZE 

117 IF SIZE > 2 OR SIZE <1 THEN 113 
120 CLEARN ZlGDTOMY D,6:PRINT ''POSITION 
LABELS ^ 

130 INPUT "PUT PRINTER ON LINE AND PRES 
S RETURN";AS 

143 IF 5IZE=2 THEN SPACE=0 ELSE SPACE=6 
145 FOR NOLAB=l TO N 

150 FOR L-1 TO LIN tLPRINT TKT$CL) I NEXT 
L 

160 FOR SPAC =1 TO 1+CSPACE-LIN3 iLPRlM 
t:hemt SPAC 
170 NEHT NOLA6 

100 CLEARH Z : GOTOKY 0,1: INPUT ''MORE CY/ 
N>**j AS 

190 IF AS<>*'Y** AND ASC>**y" THEN STOP 
ZOO INPUT "SAME LABEL CV^NJ*';AS 
210 IF ASO"V*' AND AS<>**y** THEN 40 

zze GOTO no ■ 
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BASIC? 


Allan Knopp takes a look at 
Computer Concepts’ FAST 
BASIC 


I like it is a friendly language. Unlike compiled 

languages ii is ptissibk to experiment and see the result 
immediately. Basic does however have some disadvantages. 
There is the rather sedate pace at which it goes about its 
business and, on the ST, a lack of easy access to the useful 
functions of GEM, 

When I got an ST* I expected the bundled ST Basic to 
run appreciably faster than the 8 bit version. Unfortunately^ 
although there is an increase in speed over 8 bit Basic, this 
doesn't seem to reflect the superiority of the hardware. 

I won't dwell on the faults of ST Basic^ but 1 think it is 
sufficient to say that it is just not as good as it could (should?) 


times as fast when converted to East Basic. I should stress 
that this wasn't intended to be a proper test of the speed ol 
Fast Basic but it certainly gives an indication t>f what might 
be achieved. 


STRUCTURE 


Fast Basic seems quite close to BBC Basic in general 
syntax, it makes use of procedures* and a generally 
structured style of programming is encouraged. 

Line numbers are optional* but they are really only used 
as labels. It is still possible to GOSUB t}r GOTO a line 
number, but it is preferable to write around named 
subniutines or procedures. Having used 8 bit Atari Basic for 
some time 1 was surprised to find how easy it is to program 
in this way. It makes a program much more readable and 
easier to change and develop. 


AN IDEAL BASIC? 


After using ST Basic for a couple of months I had a 
mental list of w hat would make, in my opinion, an ideal Basie 
for the ST. 

- It should make full use of the hardware and be very 
fast. 

- It should have a better sercen editor than the 
cumbersome ST Basic editor* I find all those windows 
Just gel in the way. 

- It should give easy access to GEM functions. 

- It should come on a cartridge to leave the maximum 
of memory' free, and to make loading faster. 

Computer Concepts have now released Fast Basic* 
which I think comes pretty close to being my ideal Basic for 
the ST. It comes on a cartridge which plugs into the ST's 
cartridge port and can be left permanently in place. Packaged 
with the cartridge is a comprehensive manual, a quick 
reference card and a set of demonstration programs and 
utilities on disk. All very comprehensi%'e. Let's take a kK>k at 
what you can expect. 


KEYWORDS 


There are all the usual keywords that you would expect 
from any good version of Basic and, in addition, there are a 
large number of extra keywords which are specific to the ST. 
It is rather strange though that with approximately two 
hundred and fifty keywords* plus more than sixty GEM 
commands, there are only three sound commands. One of 
these is BEEP which gives a bell sound. The others are 
DO SOUND and SNDREG which both seem difficult to 
understand and there is not sufficient information in the 
manual about them nor any examples on the demo disk. I am 
sure that some good sound can be produced, but compared 
with the comprehensive range of other keywords it seems 
that sound has been more than a little neglected. 


THE SCREEN EDITOR 


Fast Basic is packed with graphics functions. All the 
normal graphics commands - l.INE, CIRCLE, FILL etc. 
are supported. Additionally there are a multitude of 
commands which* as far as I can tell, cover every possible 
requirement. For example blocks tjf screen memory can be 
manipulated using the GRAB* PUT and BLIT comniands- 
Page flipping is easily implemented using the PIIYSBASE 
and LOGBASE pseudo variables. GE.M is also 
comprehensively" supported. 

Every GFhVl function that you are ever likely to require 
is available. Most of the GEM commands are simple to use. 
For example drop-down menus and alert boxes are very easy 
to implement. It is possible to produce very professional 
ItHiking GEM based programs with a minimum of 
programming. 


The screen editor makes sensible use of windows. It has 
tw'o windows on screen at boot-up* the input w'indow and 
output window. Also available is an immediate mode window 
w"hich can be opened by clicking on the appropriate menu 
item. 

There are four font sizes available for use while 
programming. There is also a pretty full set of word 
processing facilities such as search & replace and cut &l paste, 
all of w hich make editing a program a much simpler task. It 
is possible to load ST Basie prtjgrams into Fast Basic, Some 
of course won't work without almost re-wTiiing them but 
some of the simpler bT Basic programs only need minor 
changes. Using the search & replace function greatly 
simplifies this operation. I have done this with several ST 
Basic programs and found that the programs ran abtiui six 
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MIKES COMPUTER STORE 


Code 

Product Name RRP Inc. VAT 

MCSIncVAT 

520STFM1 

Atari 520STFM Computer 

£399.95 

£369.95 

520STFM2 

520 STFM+ SMI 25 B/W Mon. 

£499.95 

£462.95 

520STFM3 

520STFM+ Philips 8533 Col. Mon. 

£714.90 

£652.95 

1040STF1 

Atari 1040STF Oomputer 

£599.95 

£554.95 

1040STF2 

1040STF+SM125 Hi-Res. BAN Monitor 

£699.95 

£646.95 

1040STF3 

1040STF+ Philips 8533 Colour Monitor 

£914.90 

£836.41 

SF354 

Atari 500K Disk Drive 

£149.50 

£134.55 

SF314 

Atari iMeg Disk Drive 

£200.10 

£180.09 

SH204 

Atari 20 Meg hard Disk 

£699.95 

£647.95 

SM125 

Atari High Res. Monitor B/W 

£149.50 

£134.55 

CUM1MEG 

Cumanal Meg Disk Drive 

£159.00 

£143,10 

CUMITWIN 

Cumana Twin 1 Meg Disk Drive 

£269.00 

£242.10 

P8533MON 

Philips 8533 Med. Res. Mon. 

£314.95 

£283.46 

P8501MON 

Philips 8501 Low Res. Mon. 

£243.95 

£219.55 

LX86PRIN 

Epson LX-86120 cps Printer 

£316.25 

£264.63 

Lxee+TR 

Epson LX-86 + Tractor Feed 

£339*25 

£299.95 

EPSSHEET 

Epson LX-66 Sheet Feeder 

£63.25 

£56.93 

LQ800 

Epson LQ-800 24 pin Printer 

£684.25 

£599.95 

LQ800TR 

Epson LQ-800 Tractor Feed 

£46.00 

£41.40 

BRO1109 

Brother 1109 NLQ Printer 

£253.00 

£227.70 

WS4000 

Miracle WS4000 Modem 

£172.44 

£154.96 


SHOP 

292 London Road Westcliff-on-Saai 
Essex SSO 7JJ. Tel: 0702 332554 


SAVE £20 - 

Buy 

FAST ST BASIC 
with any Atari ST 
pack for 

ONLY £69 

Sacuricor 'Next Day' 
delivery + Insurance £10 

SHOP OPEN 
Monday-Saturday 
9,30am-5.30prti 


All prkias are correct at Unne of 
10 press. We reserve the 
rigiit to change prices and 
spedfcations without nolk>e. 





MAILORDER 

P-0* Box 31, We$tclitf-on-Sea, Essex SSO 3LQ 
Tel: 0702 335379 


ASSEMBLER 

Fast Basic comes with a built-iTi assembler which can be 
accessed from within a Basic program. Basic and assembly 
language can be used together in ihc same program and the 
Code for both languages ao'ncars in the same file, 

PROGRAM SEGMENTS 

It is possible to have up to ten programs in memotj' at 
the same lime. Fast Basic divides the memory into segments, 
putting one program into each segment. Each program can 
be edited and run independently from the other programs in 
memory. It is possible for a program to call and run a 
program in another segment using the PERFORM 
command. 1 he END statement will cause a program to 
return tt) the original program. 

THE MANUAL 

Packaged with Fast Basic is a comprehensive manual. It 
is laid out with one keyword per page with an explanation of 
the purpose and syntax of the keyword, together with a short 
example of how^ it is used and a list of associated keyw^ords. 

DEMO DISK 

The disk w hich comes packaged with Fast Basic 
contains a number of example programs. These provide an 


excellent reference for any problems w'hicb may arise when 
pnigramming. Also on the disk arc several utility programs. 
One of these enables a Fast Basic program to be turned into a 
desk accessory. Another of these utilities turns a Fast Basic 
program into a .PRG file w^hich, when opened, runs Fast 
Basic and auioruns the program. It appears as though the 
program is running on a stand-alone basis, but the Fast Basic 
cartridge must be plugged into the the computer for the 
program to run. Computer Concepts have now, however, 
released a utility which will convert Fast Basic programs into 
completely stand-alone files. 

A third utility on the disk enables synthesized speech to 
be produced. T’his is an excellent utility, the speech 
produced is of quite a high quality and is fairly easy to 
program, 

SUMMING UP 

Fast Basic is an excellent product. It has many more 
commands and facilities than I could possibly describe here. 
It is similar enough to other Basics to make switching from 
other dialects of Basic to Fast Basic quite easy. It also has 
many commands which are entirely specific to the ST. It 
combines the ease of programming and interactivity of Basic 
with the ability to program GEM applications. It also lives 
up to its name - it is very' fast, 

If you have an ST and want to program in Basic then 
you really must buy it. In an ideal world it would have been 
the Basic w'hich was bundJed with the ST by Atari. Fast 
Basic is a product that is every bit as good as the hardware it 
was wTitten for. « 
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COMPARISONS 


Triiii lnei!-rirriiliir fof Eh* A^nri St 

' POM •Cifir j ri^fgc 


PCW BENCHMARK 


/// 


0jj0a0 


SASJC IntpimcHur FW thu Alijri ST 
t carlriElfin 


Cnewii 


BASIC 


IBM PC 


BBC B 


MAC 

BASIC 


ST 

BASIC 


FAST 

BASIC 


16-9 

— - ■ 

14*6 

7A 

9>2 

I 1-8 I 

■L- {Seconds) —* 


•ROM Cartridge - it uses no RAM, 
leaving the maximum available for 
BASIC programs. It does not have to 
be loaded from disc and so offers 
instant start-up and can be 
permanently available. 

•Example disc containing a range of 
example programs from simple 
loops to complete GEM examples. 


•Manual* Comprehensive 400 page 
spiral bound manual detailing all 
commands. 

•Qulclr reference card 


TIME 


A new and very &st BASIC 
Interpreter ROM cartridge for the 
Atari ST computers. This L2SK 
program has been written 
spcciflcalljr for the Atari ST 
computers and so makes full use of 
[and gives the programmer full 
access to] all the special features of 
this machine. 


FAST BASIC INCLUDES: 


EDITOR 

A full GEM based scrolling cdiler is 
Lncludedl. Supports search and 
replace, cut, copy, paste and verj^ 
fasl scroll!nfi speeds. Multiple 
programs may be held in niL-iiiory at 
once, and each program ran have 
Its own editing mndow and 
associated icon. A special 
immediate window allows 
commands to Ije used immediately 
without ftirmiTij;^ pan nf the BASIC 
program. 


Based around BBC BASIC,, hut 
considerably extended, FAST BASIC 
is a modem structured 
progranuning language. It is the 
Ideal environment for those who 
want to experiment with the ST 
and to find out about GEM and 
68000 assembly etc. 


SPEED 

With an averaj^e PCW benchmark 
speed of 1.8 seconds, this is the 
fastest BASIC available [faster thfui 
any other PCW have tested) and is 
faster than BASIC on the 

new Compaq 80386 super micro. 
See table for other comparisons. 


PROGRAM SIZE 


FAST BASIC 

Atari ST cartridge 


W 


ASSEMBLER 

Similar in concept to BBC BASIC, 
this allows mixing of assembly 
language and BASIC together. Tire 
assembler can assemble at over 
50,000 lines per minute making it 
the fastest available. Macro and 
conditional assembly facilities 
combined vvilh one of the best 
editors around makes this? a 
superior aUeniatlve fo many 
dedicated assemblers. 

VARIABLES 

FAST BASIC supiHjfts a full range r)l 
variables S, 16 and 32 bit integers 
for speed. Single and double 
precision floating point. Strings up 
to 64K and arrays of any size, nie 
floating point maths routines are 


lliere is no 11 ml I to program sixe. 
olher than available nirmoiy', and 
there is Tirj speed degradaiion fcjr 
running large programs as there ts 
on many' other interpreters. Strings 
may bc n]> to 84K long, arrays may 
be over 64 K. 


Price £39,90 iuc. VAT and postage. 
Available froiti albgcxad Atari dealers 
or directly from Conq^iiicr 
Concepts. 














































































structured 

F^oflrams are normally written 
v»ittiout line nLimbera. This^ in 
addition tc} named procedures and 
funetlons, ensures that FAST UASIC 
programs are easier {n write and 
Simpler to undersiaml than any 
o( her prnpjrammln^* laniinafte. It 
also supprsrts HFPFAT. .UNTTU 
WTIJLE-.WFND and nndti line 
;p'..'niEN..ElJSE cor^stmets. and in 
additiOTt a ixiwerfnl 
SWITCH.,,CASE.,. ENDSWITCII 
structure eliminates the use of 
multiple fF.rTllFN statements. 

FAST [iASIC sup)>orts many of the 
best fealures of lanf^ua^cs like 
PASCAL or C^ but withoul the 
drawbacks. 



'.p.it positively flies.” 
"Students of structured 
programming will be well 
pleased../’ 

"Perhapfl the most staggering, 
advantage of Fast BASIC over 
the official Ungo concerns 
using the various facilities 
offered by GEM.” 

”...it’s a vast improvement on 
Atari BASIC.” 

* Popular Computing We^ty 


« 


'The Fast BASIC package 
provides a complete system 
for the home programmer; the 
language Is beautifully 
stiuctured/' 

'The cartridge spans the gap 
between high level and low 
level programming languages 
and combines some excellent 
high level structure a... it seems 
to have the advantages of 
languages like C and Pascal, 
without the restrictions/' 

' Bear in mind the fact that the 
cheapest assembler for the 
costs £39.95« this can only 
leave you to conclude that Fast 
BASIC really Is phenomenal 
value for money.'' 

"If you need a good 
programming language for 
home, business, or 
educational use, buy FAST 
BASIC. If you would tike to 
program GEM applications but 
do not feel competent enough 
to tackle C. buy FAST BASIC. 

If you need a macro assembler 
with a good editor and 
envlroment, buy FAST BASIC.” 

ST User magazine - Oct 86 


Dealer enquiries welcomed* 



Desk File Edit List Run Special 


EXAMPLE SCREEN 


GEM 


FRACTAL.BSC 


REH Fractal graphics 

REH frow Scientific flnerican 

REH Adapted by Phil Martifi 


i{aJi=IjRflFMIDTH/2:ya>t=ljftAFHEIGHT/ 

HIDEHOUSE 

X-0 

Y=fl 

REM (Try 3,2,1 for starters) 
IHPtir’Tgpe in any three nunbers 

REM Plot dots, try with other 
HARRTVPE 1 


HOMElCLQ 0;PRIHT*'Press ESCAPE t 


iJirrrt and full actress is given to ihc 
ST graphlcEs surh as circle, arc, pic, 
area filling etc. In addition there is 
a range of knovorris for rontoHlng 
the menus, ieons and window's, U 
is possible to write programs that 
present the user with a perfectly 
standard GEM type interface. An 
example of a eoniplete GEM 
pro>;ram is supplied on the example 
disc. 


STAND ALONE DISC 

Now availaljJe this disc enables 
PAST liASlC pr(scrams to run 
without tlie rartrldj^e beln^* 
present. Once a Eb\S!C program has 
lx!:ert written wit Vi the cart ritige 
lUled, it can Ix' converted, lising 
this dise, Co a stand alone GEM 
appliealiun program. Simply dniible 
etiek t}n its iron and il will execute 
the 13ASIC program as Jf it were a 
jinrmal tVEM program. Tills enables 
E3ASIC programs to he mri while the 
Cartridge slot is used for other 
things. Also programs can be 
written in FAST BASIC and given, or 
niarkcKed, to others who do not 
have the cartridge We ask no 
Licence fee or royalties. 


MONEY BACK 
GUARANTEE 

If for any rcastm you are unsatisfied 
with FAST liASIC we offer a ftiH. nn 
quibble, money back guarantee. 



", just about every command 
you could ever ask for is 
supplied, plus & good many 
others beside." 

"-the execution speed has to 
be seen to be believed.” 

”.,lf you own an ST - even if you 
are a C or machine code 
programmer - you should O'Wn 
a copy of FAST ST BASIC." 

”1 don't know of a BASIC on 
any other machine which is so 
feature packed and yet still^ 
easy to use.” 

Atari User 66 


Compatible with all 520 and 
1040ST computers 


Camputer CtmcEplB 



EXPRESS ORDERS 


Access/Barclayurd 
accepted* 

AU orders 
despatched within 24 houn. 


GocMesden Place,HvmslHvinpslead.HertSwHP3 6EXjEngland* Telephot>e(04421 62927 
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A STEP UP? 


Since the launch of ihe STj the fashionable language for 
use on these Atari computers has been ‘C^ Languages of any 
descripiion for the @-bit machines however arcj to say the 
least,^ hard to come by (ACTION and BASIC XL aside), 
however now the 8-bit user may sample the delights of this 
‘trendy' language with the DVC/65 'C^ compiler. 

PROGRAM OVERVIEW 

The language comes supplied on a single double sided 
diskettej with a yellow and blue typeset booklet explaining 
the less standard functions of the system. On inspecting the 
booklet provided* it will become apparent that it is intended 
to be used as an appendix to the btwk ^The C Programming 
Language’ by Kernighan and Ritchie. As might be expected 
the language implemented is a ‘small’ C, however the system 
does provide the facility to interface with *ACTION[’ and 
Assembler (namely MAC/65). The program diskette 
contains a variety of utilities and example programs* many of 
which may be run directly, although others require 
compiling first. On booting the diskette, you are greeted with 
a disk directory which loads and runs as an AUTORUN file. 
You are prompted for a program name and entering one of 
ihe demo names illustrates straight away the speed of the 
language. Before proceeding further the system disk should 
be backed up. 

THE DOCUMENTATION 

The documentation would appear to be the weakest 
point of the package. The 57 page booklet is adequate, but if 
you are new to C then it can be confusing. It would have 
been nice to have been provided with a complete function 
and word index, however the booklet does describe the 
functions it includes quite fully. The booklet may be 
considered as having three main sections, the first applying 
to the DVC compiler itself, the second to the use of the DVC 
system with the ACTION! cartridge, and the third with the 
use of the MAC/65 assembler. Again the text is direct and to 
the point, but the subjects are covered a little too briefly. The 
booklet does not pretend to be a tutorial, nor would I expect 
one* but I would have liked to have seen a few examples at 
least, 

USING THE SYSTEM 

DVC has some annoying anomalies, for example you 
cannot assign a value within a declaration* e,g, the expression 
int val= 10 

would have to be given as 
int vafi 
val=]0 

not crippling but annoying w^hen errors arise at compile time. 
Probably of more interest* floating-point arithmetic is 
supported* but strangely floating-point numbers must be 
considered as character strings. If you are used to 
manipulating floating-point numbers in assembler using the 
operating system routines, then this may not seem so strange. 


Sean Taylor tries C on the 8-bit 
with DVC/6S 


As an example, the expression 
float number; 

would have to be replaced by 
char number|6]; 

This illustrates that several data type structures are not 
supported, however some very useful utilities are provided 
for program development. 

The most essential is the editor. This is smart and easy 
to use with all commands readily available on a menu screen 
by pressingand allowing single key entry for loading* 
renumbering* disk cataloguing etc. Further prompts are 
provided as required by the program editor. All programs are 
written using line numbers* these being more for the benefit 
of the program editor than the programmer. Some very 
useful keywords have been provided using a 
[CONTROLl/[KEY} combination, for example pressing 
[CONTROL] and (FJ will display pTinlf^’^ These key 
combinations make program entry quicker and more 
pleasant. 

The system supports a very powerful command line 
editor allowing programs to be Loaded and arguments to be 
passed to them. For example: 

D1 :CC PROG LINK RUN 

will load the compiler (CC.COM) which will then compile 
the program PROG,C, L1NK.COM will create the relevant 
,LNK and .COM. files and finally the program PROG.COM, 
created by LINK.COM* will be run. 

All program names are normalised, that is to say that 
only the name need be specified* the DVC system will take 
care of the name extender and drive number. The system 
uses a custom DOS. which is compatible with DOS 2.0s and 
DOS 2.5* however system files cannot be run without the 
DVC system DOS being present. The DVC DOS will only 
support single or double density disk format, the dual 
density mode offered by the 1050 is not supported. 

THE DISK FILES 

The diskette comes with a large selection of utility files, 
games and functions. The main ,COM files are provided on 
aide A, including the system DOS, The system expects to 
find five forms of file name extender. These being .C to 
specify a text file, .CCC to specify a compiled text file, .LNK 
to specify a link file* .OBJ for an object file from an assembler 
and .COM for a file that may be readily executed. 

Several useful utilities are provided, allowing the 
creation of AUTO RUN. SYS files, customising of 
DVC-DOS, reconfiguring the disk set-up, provision of a 
ramdisk for the XE and the 800XL using a Mosaic 
Ramboard. For most of the utilities and games provided the 
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juiurct? code is readily avajlable^ allowing the utilities to be 
studied, altered and re-compiled. This freedom with the 
source files allows the author’s programs to be studied and 
listed and also shows how to overcome some of the language 
anomalies. 

Some very useful and amazingly fast graphics utilities 
have been included. They are best illustrated by running the 
graphic demo provided on the disk. These provide very fast 
drawing, plotting and circle drawing in graphics 3, running 
up to eight times faster than the normal functions also 
provided^ 

The system provides a very comprehensive set of 
functions for use with CIO, These hook directly to the 
operating system ROM and provide the versatility found 
when using these routines at machine code level. 

HOW FAST IS DVC-‘C’ 

A series of short benchmark routines were usedj to 
compare DVC with Basic and GO-FOR I H from SECS. In 
all cases the internal clock registers of the fiOOXL were used 
to produce the times shown. 


BENCHMARK 

BASIC 

DVC-C 

TI ME/seconds 

FORTH 

1 

25 

8 

5 

2 

56 

14 

6 

3 

60 

14 

7 

4 

103 


13 

5 

128 

21 

38 


14 

13 



From these times it is apparent that ‘C* provides a speed 
increase of upwards of 50% over basic. However, as might be 
expected, the short floating point routines do not show any 
marked improvement. For calculations involving numerous 
iierations then some improvement would be expected. The 
floating-point benchmark also illustrates how these functions 
have been implemented in the DVC system. 

DIFFERENCES AND UNSUPPORTED 
FEATURES 

DVC shows Several features that are either different 
from Standard 'C or not supported at all. These may be 
listed as foLltiws, 

1) Structures and unions are not supported, 

2) Multidimensional arrays and ptiinter arrays are not 
supported. 

3) Full Floating-point arithmetic is not supported. 

4) Variable types int, char^ extern only are supported. 

5) Macro expansions in ^defines and assignments 
within declarations are not supported^ 

6) Constant evaluation is performed at compile time. 
No order of precedence is given to arithmetic 
Operators, all expressions are evaluated from right to 
left. 

7) Variables may not be declared within a statement 
block. 

8) All functions return a two byte word. 

9) The bracts, due to the lack of the graphic on the 
keybt>ard, are replaced with 8( and S). 
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routines in C 


Figure 2 - C eciuivalents 


CONCLUSIONS 


The DVC-*C* system does provide very good value for 
money. The sheer number of utilities and example programs 
provided on both sides of the disk support this, Barly 
versions of the disk contain a corrupted LIFE.COM file, 
which will not lt>ad or run, however this may be corrected by 
copying the relevant (LIFE.CCC, LIFE.OBJ and 
LIFE.LNK) files to a work disk and running the file linker. 

The one major criticism, is the strange way in which 
floating point arithmetic has been implemented. It poses the 
question, ‘Tf you went this far, why didn’t you do it 
properly?”. Also of relevance multidimensional arrays and 
pointer arrays are not supported. Quibbles aside, the system 
is pleasant and easy to use. More importantly it does support 
the claims made by all those trendies, the language provides 
structured, easily read source code, and even more to the 
point, if you understand Basic then you should pick up 'C’ in 
no time. 

Overall this package should be wholly recommended. 
Buy it you and you won’t be disappointed. 


These are probably the more evident differences. 
However for the most part they may be programmed around. 


/JF'C/65 is availahie from Mikes Compunr Store, 292 
London Road, Vl^eslcliff-on-sea, Rssex SSO ?JJ^ 
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learning 


^^FIWGEKS 


by Peter Gibbs 


The ability lo type quickly and accurately will save you 
hours, not only on word processing but also in typing in those 
long listings. A couple of commercial programs have been 
available in the past which have taught typing in the conven¬ 
tional way but Typing Test will enable you to brush up on 
speed and accuracy even if you use just two fingers! 

I'he program will simply present you with a random 
sentence to copy (not easy mind you!) and will then check 
your typing for accuracy and speed. Not only wdli your typing 
improve but you will also have great fun vsdth some nalty 
difficult words' 


El 1 KEH KltlillilllMIIKllllllMIIW*"*""--- 

AE 2 REft » FLEKIBLE FIMGER^I * 

Rp I REK « * 

KH 4 RCM « Peter Gibbs * 

EC 5 REM **■ —— — —— — — —. — — —. -- H 

TZ 6 REK » PAGE b KAGA^tME “ ERCLftRD » 
eO 7 REtf imM Hi l * t ii WM W tt Miit c i mwRW* wWHR* t w*w*WW 
MM 0 REH 

HR 1® OIM A$ C5BRJ j BS C5a®l , CS tSflOJ j lt$ til :P 

OKE 

ER 2B BS—'* j fiS tS0fll —■'t B-S t2 1 5 OPEM Q1 

4 B '*K £ *" 

PC 30 0IM LSt*31 =“_"S1-S(21 = 

L$;L«C4ii-*tXX3" 

ES 40 GRAPHICS B£P05ITI0M 0,10 1 POKE 712,4 
;PBKE 710,*:POItE 70B,&0’iPOKE 7il,3B 
IP S0 0L=PEEK(S60)+25b*PEEKtSbll:POKE OB, 

104 SPOKE BB0,30:POICE 100,104 

TE 60 FOR I = ”2 TO 2: HEAO ft: POKE DL + I,ftJllE 
KT IlPATft 70,104,104,6 
Z5 70 POKE O0,ieB:PO^ITlOM 0,0:? " tjfp 

ing twtor CH'TEH^/5EC*., MORDS 

"IPOKE B0,1SG 

FB ae ? “R** : POKE Z573», 200 IPOKE 25700,200 

CV ?0 aCH START 

bP 100 ft0=» THE LIHE ^ ^ 

ZS lie RESTORE 750 SEOR 1-0 TO RMD101*32:R 

EAR ttSiMEKT IiGOSUB 5S0_ 

ZF 110 REM ■■‘iMii:: t r-i ry d *1 WTi i aw Vi 
HN 120 IF fiMOtOl>0.7 THEM RESTORE 700 1 FOR 
1=0 TO RMBtOl*1B:RCftP bSjMEHT 1:GOSUB 

sso 

cv 120 REH mitnnzt^ 

AP 130 RESTORE 7Sa!F0R 1-0 TO RM&EeJ»40:H 
EAR BSiHEKT 1!GOSUB 500 
SO 1X0 REH »nw4ii:IM 

DP 140 RESTORE BIBlFOR 1 = 0 TO HMP(0S*1'7JP 
EAD DflMERT I:GOSUB 500 
K5 140 REH »aiMiA04ll.J=M 

DJ 150 RESTORE »50:F0fi 1=0 TO RMOC0>«16:R 
EAR OSiHEKf I^GOSUB 500 
Kft 160 BS='‘THE":60Slie 500 
HK 160 REH = 

K1 17'0 ir HM&te3>0.7 THEN RESTOfie 740 1 FOR 
1=0 TO HMD£03*11:READ D$1NEKT IiGOSUB 
500 

IL 170 REH maw€ita^M 

FH too RESTORE 570 1 FOR 1 = 0 TO RHDC03*5:RE 
AR BftHEKT I:GOSUB 500 


KC 180 REH 

HU 100 POSITIOM 0*71? AS 

CU ZOB POSITIOM 0 , 4:7 L^iPOSXTIQM O, 0 +IMT 
(LEM(ASl7403:? LS:HH=0!POSITIOM 0,15:7 
** START TYPIMG HHEM YOU ARE READVH 

CE 210 FOR 1=15 TO 0 STEP -IJSOUHO 6,255* 
10,l:HEKT I:POKE 764,255 
AS 220 IF PEEKt7643=255 THEM 220 
BE 2X0 7 ■‘O'-flPOKE 18,O:P0KE 10,0:POKE 20 
,0 

TU 240 GOSUB 620 

EY 250 TIHE=PEEKtZOJ+256*PEEK£103+65536*P 
EEK £183 : CS= ( (LEM CUSl -'ll / £f IME/SOl 3 ! MH= 
CS*60/5 

VR 251 REM l4H=CS»607C«OrtEOEH LOMG AH AOER 
age MORD IS3 

GI 260 7 _. . , 

kg 280 HEM fi iI ^H 
EK 270 A=1 

LG 260 A=AF1:1F A>=LEM<ft53 THEM 310 
SM 200 IF ASIA *A3=^' '* AMD AS f A-1, A-11 =** ** 
THEM eS = ASCi, A-13 :cStH>=AS tA + l,LEIitA5 
13:A$=C5! 

PC 300 GOTO 280 
DZ X10 A=1 

OK S26 A=AFl!lF A>=LEMCB$) THEM 350 
DP 330 IF B5CA,A3=” “ AMD 05 tA^ 1 * A-l> =** 

THEM CS=bS£ 1,A-11;C*tAl=B5(Atl*LEKtBS 
1J:e5=CS1A=A-l 
MG 340 GOTO 320 

DC XS0 7 ftS; POSITION R ,3 :65£5001=“":ERROR 
= 0 :A=e:FOR I=1 TO LEHCA^l 
VM 360 A=A+llir as(A,A3="I" THEM 438 
GS X70 FOR 5=15 TO B STEP -S !SOUND 0,S,10 
-PLUS732*S;MEHT S 

UF 360 PLUS=0 :IF AS Cl, 130 B $ t A , A1 THEM PL 
US = 126 £ ERROR=EnRDR+1 

UP 300 POSITIOM I-1^40*IMTti/461,3+lMTCI7 
403 :7 CMRS tftSC £BS fA* ftl1+PLUS3 t £P0SIT10 

M l-l-4O*IMT(l/401*6+IMTCI7401:7 AS £I , 

II : 

EF 400 IF ASei,I>=" " AMR BStA,ft3<>" " TH 
EM X80 

BH 410 IF ASCI,I3C>" “ *MR B^(A,ft3=*' " TH 
EM A=A-1:G0T0 420 
OH 420 TRAP 4Z0:NEKT I 
HK 4X0 TRAP 4X0 
OG 440 IF CRROft=0 THEM 520 

MT 450 C5=STR5EEHHOR3 1 POSITION il-LEM(CSl 
72,14s? "I'OE FOUND ERROR”; !IF 

ERRORll THEM 7 "S" 

BM 460 7 :? SIF ERROR=l THEM 7 ” 

PRETTY GOOD'*: GOTO 400 
IE 470 IF ERaOH<i0 THEM 7 *'► ► O , K . ” : COT 
O 400 

£U 480 7 “ MOT TOO GOOD YET ARE WE? TRY 
ACAIHI” 

PH 400 CS=STRStCSl£CSfLEM£C$ltlJ=" 

sFOR J=± TO 6:P0KE T+2S7X7,ASC£CStl*I> 
3+160:MEKT I 

ftU 500 C5=5TR^CHM3:CS£LEMCC5>+t3=" 

JFOH 1 = 1 TO blPOKE IFZS757,ASC(CSf1, 13 
lti60;HEMT I 
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Mike's Computer Store 


D VC/65 

Editor & Compiler, 

3 differenf'Run-Time^ 
DOS packs to suit 
your needs. 

'Acfion"^ 'Run-Time' 
Pack (Action cart not 
required) 

£ 24.95 



For all Atari 8 Bit 
computers with a 
minimum of 48K memory 
and at least one disk drive. 

Th e most complete 
'C' for the 8 Bit Atari 
currently available. 

Sole U.K. distribution. 
Trade enquiries welcome. 


292 London Road, WestcItff-on-Sea, Essex SSO 7JJ. (0702) 332554 


5ie Goro S40 
LI SZO PO^ITEOH 1S^14;? 
OP 530 GOTO 4?0 
SO 540 ? ** 


^HELL OOltE' 


SH 5.50 

M*' 

EZ 560 


PRE-5^5 ^TflRT TO TftV dGOI 


DN S70 IF PEEK CG3£79><>G TtlEH 578 
PZ SSO 


ADO BS TO THE END OF A 


*'ii‘MGOTO 58 
BH 569 REM 

PH S58 IF «^l+LEHCB6t>LIHE THEN tlH 

E=LlHEt40 : as CLEttf 3 

*■: AS CLINE-=■“' 

TP 608 ASCLEHCA$>+1>-eS:IF LENCAS3740<>IN 
T ILEH CAS>/4«3 THEN AS CLEM C AS3 4^1 > " 

ZE 618 RETURN 

ZN 6ZO BS=*' "tSSC6eD3=“ " : BS CZ3 =6$ i = " 

:ptii=j.; POSITION 0,15 

IB 630 SOUND D^0,8,O!POSlTION PTR’1’48«IH 
T ttPTR-1174eJ ^lE + INTCCPTtl-13 74e3 :? 
**j:&ET ni,A!lF A:;i55 THEN RETURN 
RB 640 KS-CHfiSCA3 

NM 050 IF KS = "T'* AMD PTR>Z THEM PTfi = PTR^l 
:CS=BS Cl^ PTn-13 i CS tPTHJ =BS CPTRTI^ LEH cb 
SJ 3:BS = C$1? “e-CI" ; : goto 618 
HC 668 IF K$=-4" THEM 620 

HK 670 IF and PTH>1 THEN PTR = PTR-1 

IGOTQ 536 

PD 680 IF = + " AMD PTR <LEN CB$3-1 THEM P 
TR=PTR+1;G0TD 630 
NH 650 SOUND 0,A,10,2 

SV 700 IF 0>1ZZ OR A<3Z OR A=6e THEM 630 
GS 710 CS = ”"JIF PTRM THEM CS=B$ f 1, PTR-13 
OG 7Z0 C$tPTRl=KS:G$CLCNCCS3+l]=BSCPTR,LE 
N(DS>3 :BS=CS^? "U**; N$ ; ;RTR=PTR+1 
ON 730 GOTO 630 
HK 735 REH ■JMT 

HD 740 DATA HIDE,THIH,MARAOU,OANCEROUS 


VT 

01 

RI 

OK 

ZK 

FM 


H0 

FT 


OR 


OZ 


IN 

TA 

MS 


JP 

HZ 

on 


cs 

10 

HB 


&F'>t:ftIPTlDE VERBS 


758 DATA B]G,SHALL^HET,HOT,COLD,TINV,S 
HORT ^ LITTLE 

760 DATA DUIC^K,LAZY,SLUM, INTELLIGENT,R 
UDE, POLITE j UGLY., HANDSOHE ^ GREAT , POOH , HI 
CKED 

770 DATA TALL,ZANY,SHY,BEDRAGGLED,TRIE 
HDL Y, UNFRIENDLY FIERCE > ANGRY , HDI5V, LOD 
ELY, JtJHPy, FDHY 
775 REN 

7S0 DATA 8LACK,HHITE,0ROHH,DARK HAIRED 
,SHORT HAIRED,GREY HAIRED,LONG HAIRED, 
BALD,HAIRY,HANGV,DRAB,OLD 
769 REH 

790 DATA HAH,HONAN,BOY,GIRL,JUDEHILE,O 
LD AGE PENSIONER,HAMSTER,CAT,DOC,HORSE 
,GUIHEA-PIG 


8 OO DATA MOUSE,ANIMAL,VOLE,CAOV, RABBIT 
,t1ARE , HOUND, RAT,DONKEY , FOAL, KID , BOAR , C 
OH,GOAT,LLAMA,IDIOT 

ai 0 DATA EMTRA-TERRESTRIAL BEING,ALIEN 
,TROLL,GIANT,HOBBiT,ZOO KEEPER,RODENT, 
TRAMP,APE 

620 DATA ANT EATER,ASS,CVCLOPS,S0UAH,M 
AHHOTH 


ACTIONS 


030 DATA HALKED,RAM,TROTTED,JUMPED,LEA 
PT,BOUNDED,ATE,PLAYED,STOOD,SAT,HATTED 
,FROLICKED,HAD FUN,HAS CHASED,HAS TAKE 

N 

640 DATA LIKED TO BE,WANTED TO BE,HAS 
645 REH MJifclABftrM 

eSB DATA ON,ACROSS,IN,DOMHjUP,OVER,OEH 
]ND,XH FRONT OFjAHAV FROM,BY,HEAR,HOT 
FAR FROM,NORTH OF 

860 DATA SOUTH OF,EAST OF,WEST OF,ADOO 
E 


865 REM 

870 DATA CREEK,RIMER,STREAM,STREET,ROA 
D,STREAM,AUENUE 


Page A - [ftaue 2A 


5? 










Winter is closing in fast. In order for Sam Squirrel to 
survive the cold season he must colJect all the nuts in the 
nearby gardens, Sam is a very nervous squirrel thtiugh, so 
nervous in fact that he is frightened of his own footprints! If, 
on helping him round, you tread on an area that he has 
already visited Sam will likely die of a heart attack^ 

Sounds easy, doesn't it? Wellj like every good game, 
there’s always a snag. There is something nasty in the 
gardens. Sam is not sure what it is but being a squeamish 
squirrel (w^ith a weak heart?) he is surely going to lose a life if 
that nasty thing touches him. Depending on the chosen skill 
level, it will chase Sam about the garden and if it succeeds in 
catching him, he wdll immediately lose a life, 

W'hen a whiilc garden has been cleared of nuts, Sam will 
go to the next one. Altogether, there are live different 
gardens, and once Sam has completed all of them, he will go 
back to the first by which lime more nuts will have fallen, 

PLAYING THE GAME 

Use a joystick in port 1 to control Sam’s movement - left 
or right will move him horizontally and up or down will move 
him back and forth across the garden. 

Allow apprtiximately twenty Seconds for initialisation, 
after which time the title screen will appear, By pushing the 
joystick backwards and forwards you whil be able to alter the 
skill level (1-b). When this Isas desired, press START or the 
hre button to start play. 



PROGRAM NOTES 


For any budding programmers, I have included a list of 
the 'main' variables and subroutines. Also, anyone wanting a 
decent sprite move routine may find the machine code from 
lines 1130 to M90 useful. To operate this function use 
UiiR(l536, Location of move data, Location of put data. 
Length of mt>ve data). 

You may find this rtiutine useful for scrolling screens too. 


HD 

1 

REM 

MMMMWWKMMMUmilCiHIIIIDtKHIIMMIIimMI 

■Ht 

Z¥ 

2 

BEN 


M U T S 1 


RT 

3 

BEN 


by 


G¥ 

4 

REN 

» 

John GyH*r 

4t 

5R 

5 

REN 

-H 


* 

HJ 

6 

7 

6 

REH 

BEN 

REH 

K 
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HU 

HM 





MO N=0!K = 1 = SKI = IC:LEV = lt 

PC lao Go^iie $ setcoloh ^etcdloii 

K, Itl 5ETCOLOR U, 3,4 : SCTCOLOR 3 , H, 14 
iSETCDLDIt 

KO ±10 LIU=:3 : 5C = H: 5T = WS GOTO 020 
OE 120 v=±ZS;M2=B5Jy3=e:K3=S 
HU 130 011 = 157 : By=74 :0«I = 14 : BV3 = 3 

BT 150 P = H! 5=STICK S IF 5 = 15 THEM G01t> 4 

lO 

PU 150 FOB fl=1024 10 1280 5TEP 256JK = 05Ht 
1530,PMBfl5E+4OjPM0ft5E#H + V,13J 7 HEW! O!H 

1 = «21Y1 = V:M4 = H3 7 ¥4 =¥3 

GB 170 XF 5=14 THEM ¥=V-16jK2=K2+B:M3=H3* 
ftt V3 = Y3-lt:P = K 

GK 100 IF 5=13 TMEB V = Y +16 : K2 = KZ “B : >t3 = K J- 
K ! V3 = Y3TK 7 P = K 

KM 156 IF 5 = 11 THEil M2=M2-16 ; H3 = K3-U 7 P = l{ 
OT ZOO IF 5 = 7 THEM K2 = M2 + 16 ! M3 = K3*U ! P=lt 
BC 210 IE P =H THEM GOTO 410 _ 

flE 230 LOCftTE K3jV3j27lF Z=01 THEM GOTO 4 

eo 

UH 240 IF 2=16 OR 2 = 164 THEM GOSLI0 590 
PP 250 LOCATE K3-U,¥3,21;LOCATE K3+U,Y3,Z 

2 

GM 260 IF 22=33 OR 22=35 THEM POSITION K3 
+«,V3;? it6j''C“i iPOSITIOM K3, V3:? 


by John Gymer 




**X4 ’ ’ Moltr horizoniaj ■,» j ■ 

,?“«>■ thin*' ‘’"’‘'■""sorihe 
BV 4 "> \ Mow vepiicai . . 

B VTE, ‘nasty thWg'* «f I^t 


nasty thrug® —m 

'^cter to bp 

Score 

J-fVeJ Garden 
JLivcs left 

Sco« ” '■t-tIMtned 
^ 4.evel 

*^'>X2,X3,X4 Hofdho'f"**' 

Vf, V2 Vi Vi squirrel*^ ****“ns of 

^ ^3, V4 Hold vertic-aJ „ ■ ■ 

_ squlrreY of 


f^HACT 

HlSC 

IMV 

UV 

NUTS 

I^VIBASE 

SS 
SC 
SKI 
ST 
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HM 270 XF OR THEM PO^ITIOH K3 

-K,VJ:? tt6j “l*'i sPO^lTlOII K3,¥3 j? »6 ; “S 


RA 200 IF Zl=36 THtX POSITION «3*K,V3J7 » 
6;: POSITION K3,¥3:? lJ6;’'S»'ji 
EE 290 IF Z2=0i AND Zl>X2e THCN POSITION 
KT+K,V3:? SO j "D"J : POSITION K3,Y3:? (tO ; 

"tT'i 

OH 300 IF Z2=36 THEM POSITION K3+KpV3:? O 
6 j: :POSITION K3,V3:? 

BG 310 IF Zl=Oi OHO Z2<12a THEN POSITION 
H3-N, V3! ? 

BH X20 IF Zl^lGl OR Z1=1B3 THEN POSITION 
M3-K,V3:7 HO;:POSITION K3.Y3!? 06; 

SV 330 IF Zl=164 THEN POSITION K3-K,Y3l? 
i POSITION H3,V3J? 

VH 340 IF Z2-161 OR ZZ=I63 THEN POSITION 
K3+K*Y3:? nG;"0";iPOSITIOH H3,V3;7 «GJ 

RB 360 IF Z2=164 THEN POSITION K3+K^Y3:? 

06 ; "H" ; J POSITION K3*V3:? 

HH 360 IF Z2=0i AND ZI<12a THEN POSITION 
K3+K,Y3:? n6|"+>*; ; POSITION MI,V3J? 

FD 370 IF Zl=01 AND 2Z>1ZB THEN POSITION 
K3-K,¥3:? «&; "S*'; : POSITION «3,¥3!? W6 J 

RU 300 IF Z=35 OR Z=t63 THEN GOSUO 660 
NP 390 GOTO 4le 


IT 40e K2=KI:Y=YI:M3=R4IY3=Y4 

ZH 410 REK 

BK 420 K=USRC1S36,PHBASEjPHeASE+10Z4Fy,13 
1 : >[=:USfi ClS3e,PHDaSEt2e ^ PMflASE + I260+ y , l 
3}:POKE 53240,H2!POKE 53249,M2 

LA 440 S^INTCRNDtH}N6ISFOR N=1636 TO 1792 
STEP 256:M = USR Cl536,PHBASE+40j PHSflSE + 
N + OY 151 I HEKT H 

GU 460 BKl=BKiBYi-BV:B¥4=BY3;0K4=0H3!Xr S 
<SKI THEN GOSUB 7OOiGOT0 470 

NH 460 S=1HTCRNDCH]#4} 

na 470 IF 5-W THEN BV = eY-16 ; BM = BK+ 0 i eK3::e 
H3 + K : BV3=:eV3-K 

MK 400 IF S=K THEN BV^Q¥+16iBM-OK-0:OK3=B 
K3-K:BY3=BV3+K 

TE 490 IF S=U THEN 0K=eM-i6;BK3-BK3-U 

BF 500 IF S=3 THEN BK=BK+16EBM3=BH3+U 

TF 520 EOEATE DM3jBV3,ZlMP Z1 = S1 THEN GO 
TO S40 

PH 530 GOTO 550 


FE 540 BK-BKl:BY^BVl:BK3-eM4:0V3-BY4 
ZH 650 REN E«l 

TR 550 M-liSR £1536, PHBASE+50, PHBASE + i536 + B 
Y,15 3 :K = USR C1536,PraASE + 0O,PIWASE+1792 
+ 0V, 153: POKE 53250 , BK : POKE 53251,014 
OR 570 IF H3=aH3 AND VS^BYS THEN GOSUB 59 
DZGOTO 130 
NS 500 GOTO 140 
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«vea Jost-J 
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sprites 


Jl 

vet 

YH 

UV 

UL 

UV 

OH 
T J 

wz 

TG 

zu 

KH 

rtv 

VO 

FO 

OS 

OP 

GN 

VU 

VL 

GT 

SH 


PD 

MQ 

EH 


590 REN 

600 Z = u: LIV-LIV-K : POSITION 6,9:7 n6;f-T 
OJ 

610 FDR H=1D24 TO 1200 STEP 256 2 K=iUSR C 
15 36^ PHBASET40,PHDASE+H + Y,131 ;NEKT H 
620 FOB N=1536 TO 1792 STEP 256 $ K = IJSR C 
1536,PHBASE+40,PHBASE+H+BV^153:HEKT H 
630 FOR P-H TO 4:FOR H=i5e TO 255 STEP 
ISsSOUHO H,H,lO,B:SOUND K,N-K,lO,S:HE 
KT H:SOUND K,H,H,H:HEKT P 

640 SOUND U,t4, U,H:IF EIU = M THEN POP :P 
OP IGOTO 760 

650 FOR N=N TO lOO:HEKT H:RETURN 

670 Z-HSFOR H=10e TO M STEP -lOiSOUND 
N,H,lO,S:SOUND K,H+U,iO^O:HEKT H:SOUND 
H, H, H, H: SOUND K,U,H,U 
600 ST=ST+K:SC-SC+SKI:POSITION 14,9r? 
tl6;SC;:IF ST=:HUtS THEN POP :GOTO 1000 
690 RETURN 

710 IF Y3<BY3 then S^HsRETitRH 

720 IF Y3>BV3 THEN S=K:RETURH 

730 IF H3<0K3 THEN S=U:RETURN 

740 IF K3>BK3 THEN S=3:RETUftN 

750 IF K3=BK3 AND V3=BY3 THEN GOSUB 69 

eiGOTO 130 

770 FOR H=1024 TO IZBB STEP 256tM=U5RC 
1536,PHBASE+4e,PHBASE+NTY,131:NEKT N 
700 FOR H = i53& TO 1792 STEP 2S6lM=:USRC 
15 36j PnBASE + 4B,PnBASE+N + BY,161 :HEKT H 
790 ? no; “N*': POSITION S,5:? MOj^'sane o 
uer''!FOR N-1B5 TO 255 STEP 5 
BOB SOUND N,H,e,12;S0UHD K,H,1B^12lFOR 
P=H to lOlNEKT P!SOUND H,U,U,N;SOUND 
K,H,I4, HeFOR P=H to SeHEKT P : HEKT H 
610 GOTO SZB 
820 REN 


FH 

ZT 

VR 

Ed 

ML 

HP 

RO 

Y4 

AY 

LO 

zs 

BE 

TV 

BI 

KK 

BH 

OV 

OL 

OJ 

MU 

(IK 


BF 

JJ 


BL 

HF 


BR 


030 7 ttSf'q*'! RESTORE 900 : FOR H=H TO 9: 
READ SSlPOSTTIOH H, N! 7 |t6;S5j:MEHT Nil 
F SOHISC THEM HISC-SC 

B40 POSITION 14,3:7 B6;SCPOSITION 14 
,41? tlGjHlSG; ;SK1 = K 

650 IF PEEKC63Z79]=6 OH STRZG(N3=H THE 
N POKE 711, 14 J 7 II6J ! LrV = 3 : ST=WJ SC = H 

tLEU=KlGDSUB ISZOiGOTO 120 
060 IF STICKCH3 =14 THEN SKI=SKI-K:IF S 
K1<K THEN SKI=6 

070 IF STICKCH3=13 THEN SK1=SKI+K:IF S 

KI>6 THEN SKX=K 

060 P=P+K!IF P>255 THEN P=e 

096 POSITION 14,6t? t«6 j SKI J 1 POKE 711,P 

:goto 050 

900 DATA OOOQQOOC HilUrT POOOOOO 
910 DATA ooonno inrm o rrnrTJTi nort 

920 DATA OOROOQROOaOaOaaOaQO 
930 DATA 0001astOscDreaoaona 
940 DATA OOOhishOsCDrcaaaaftO 
950 DATA ooooooaROOOQoaoanaa 
960 DATA CtOski ] iaiPU«lf|OOaOO 
970 DATA 000000000000000(1(100 
900 DATA OPRESSOOSTDRTZFIREa 

990 DATA ooooooooooaaooqaooa 
loeo RCH M1 JJl J Mil J 

1610 FOR H:::1024 TO 1256 STEP Z56lH = USR 
C1536,PHBASE + 40,PHBASE + N+V, 131 ENEKT M 
1620 FOR H=1536 TO 1792 STEP 256:K=USR 
C1536,PHBASE+40,PHBASE+N+5Y,151:NEKT H 
1030 ? 06; ; POSITION 2,5!? H6j**5Crpe 

n CDHpl^tD*' 

1040 FDR N=255 TO 165 STEP -7;SOUND N, 
N-1,16,1ZiSOUHD K,H,10,12;F0R P=M TO 5 
SNEKT P:S0UHD H,H,U,H:SOUND K,H,H,H 
1050 FON P=H TO SeNEKT P:HEKT N 
1060 FOR N=2i6 TO 14S STEP -7;SOUND H, 
N-1,10,12:SOUND K,N,15,12eFOR P=M TO 6 
:NEKT PeSOUND H,U,N,H:SOUND K,H,H,H 
1070 FOR P=H TO 5;HEKT P:NEKT N 
lOBO FOR N=165 TO 180 STEP -7iSOUND W, 
N-1, lO, 12 ; SOUND K, H, lO, 12 : FOR P=14 TO 5 
:HEKT PeSOUHD H,H,H,HE SOUND 
1090 FOR P=I4 TO 6$ NEKT P:HEHT H 


Pace A 


9S 






YP 1±00 SOUND H,90,XOf;SOUND K,90,10,12 
ISOUHD U, ?Z , 10, i£ ;rOit N-H TO ZOOlMEHT 
N:F0R N-H to UNSOUND N,H,W,M;HEXT N 
HC iiio ? : "N'*! LE V = LEU' + X ; IF LEV>5 THEN 

LEO = K 

CT 1120 POP fGOSUB 1320;ST=M;GOT0 120 

ux 1130 REH t m iknnn w mm^u mi 

am USD REH i =i i Mi M iTi 9r HiH 

RN llOO RESTORE 1168 t FOR JZ:M TO SBjRERD R 
JPOXE 1530+J,a!HFKT JlORTA 104,201,3,2 
00,01,104,133,225,104,133,224,104 
VF 1170 DAT* lS3i227,104,133,226,104,133, 
229,104,133,220,169,0,133,230,133,2Il, 
100,177,224,145,226,24,169,1,101 
IT 1160 ORTA 224,131,224,169,B,101,225,13 
3,225,24,169,1,101,226,133,226,169,0,J 
01j 227,133 *22 7,24,169,1,101,2 30,133 
DE 1190 DAT* 210,169,0,101,231,133,231*24 
,165,226,197,230,200,206,165,229,197,2 
31,200,200,96 
CT 1200 REH tj 


Set u 


V0 1210 PMB=PEEKC10b}-24:POKE 54279,PHBlP 
NBASE=PHB»25&!FOR J=W TO 255!POKE PMBA 
S£TieZ44^J, H: NEKT J 

Ay 1220 FOR J=1260 TO 1792 STEP 256:K=USR 
Ci536,PHBASE+1024,PHOASE+J,10241:ttEHT 
J 

OK 1230 FOR J=M TO 12:READ A:POKE PMBASE+ 
J*A!MENT JiFOfi J-W TO 12:READ A;POKE P 
MflASE + J+20,0 : NEXT J 

EO 1240 FOR J=W TO 14:READ A ! POKE PI1l(tlASE + 
J+40,A!HEKT J:rOR J=M TO 14;READ AiPOK 
E PI10aSE9 Jil-60, A : RENT J 

I4J 1250 FOR J“M TO 14 f READ A: POKE PHBA5E + 
J46e,A:HCHT J 

TC 1260 REM 


IS 1270 DATA 0*0*32,0,64,0*0,0,0,0,0,0,0, 
19,36,03,119,55,55*62*126,60,60,60, 20, 
' 120,0 * 0 , 0 * 0 , 0 , 0 , 0 * 0 , 0 , 0 , 0 * 0 , 0 , 0,0 
UF 1200 DATA 16*16,16,16,16,16*16*254,254 
, 04,04, 64* S4 , B4,84,0,0,0* 0, 0 , 0 * 0 , 0 * a, 1 

70,170,170,170 * 170,170 
AE 1290 DATA 16*16,16,16,16,16,16,254,254 
,84* S4,04,04,04,64 

AH 1300 POKE 559,62:P0KE 53277,3SP0KE 623 
,K:FDR H=53256 TO 53259: POKE lt,K;NEXT 
NSPOKE 704,14 I POKE 705*6 
EM 1310 POKE 7D6,13Z:PaKE 707,53:RETURN 
LM 1320 REH M A W ■ , J J IJ, ■ *1 li 
KN 1330 P OSITION H, 9 J 2 P6 !*' i»rrP "sLIWj" 
iMaMJ ”;SC; iPOSITION 2,Hi? «6J*' irntEj 

";leo; 

FN 1340 POSITION 2,10:? »61 J t " 

J SKI ; 

HK 1358 RESTORE iSlOF (LEV«M00? ; NUTS=14; FOR 
N=K TO SiREAD S$;POSlTXON H*Nl? tt6jS5 


TU 1360 HUTS=LEU+G 
J6 1370 MENT H;RETURN 
IS 1360 REH 
XU 1190 DIM BVTE6C603,55(701IRESTORE 1410 
: meh=peek tioei -4 s poke ie&, nEM- 4 1 ciiact= 

HEMH25&iCRAPHlCS Z+l&;paKE 559*14 
TH 1400 FOR M = H TO 4:SETCOLOR N,H,I4:NEXT 
N:rOR N=K TO 32 :REaD PjBVTEStN,Nl-CHRf 
CPI Inckt n 

MR 1410 DATA 1®4* 104,133,213,184,131* 212, 
104,133,215,104,133*214,162,4*160,0,17 
7,212*145,214 * 206,206 * 24 9 * 230,213 
FR 1420 DATA 230*215,202,206*240,96 
J« 1430 7=U9RCDDRr0VTE5],224*256,CHACTl:S 
5 = "!«$** CABCEF6HIJKLHHDP0RSTUVV01234S6 
709*+ * r]":RESTORE 1450 
JH 1440 FOR CHAR=iK TO LEK C5$J : POS-CHACT + C 
ASCCS$CCHARll-323Kft;FOR J( = M TO 7: READ 
AlPOKE CPDS+KI* A[NEXT HrHEKT CHAR 
VK 1450 REH M 4 ! HJ. T .BJJj. ’i 
PC 1460 REH taa- i !■ if J AMtm ! 1 I M in.* J LI L* J=j fl 
QL 1470 REH I A1- m if ^ fq 

VC 1400 DATA 255,255,255,255*255,255*255, 
255*192,152,60,25,3,255,0*255,170*05 


,178,85,178,255,0*253,251,247,239 


OB 1490 DATA 223*191,127*0*1,3,7,15,31*63 
*127*0,252*240,240,224,192*120,0,0,0,2 
0,62*119,127,119*119,119,0,126*115 
JU 1500 DATA 126*127,115,127*126,0,63,112 
,112,112*127,127,63*0,127,112,124 * 112, 
127*127*127,0,127*112*124,112*112 
KS 1510 DATA 112*112,0,63,112*112,119,115 
*127,62,0*119,119,127,127,127,119*119* 
0,127, 20,20,28* 127 ,.127* 12 7 
HR 1520 DATA 0,127,12*12,12*124,124*56,0, 
115 * 119, 126, 124* 126,119,115* 0* 96,96* 96 
,96*127,127,127*0,99*127il27*127 
JA 1530 DATA 107,99*99,0,115,123*127*127, 
119,115*115*0*62,119*119,119,127,127*6 
2*0*126,115,127,126,112*112*112 
DA 1540 DATA 0*0*0,0,0*0*0*0*0*126*115,12 
7,126*119,119*119,0,63*127,112,126*7*1 
27,126,0*127*127,28,20* 20*20,26*6 
PO 1550 DATA 119,119*119*119,127,127,62*0 
,119,119,119*119*127,62*28,0,119,119,1 
27,28,20,62,62,00,63,51*51,63,63,63 
IP 1560 DATA 63*0*12*60,12,12*12*63,63,0, 
63,63,3,63,40*63,63,0,63*63,3,15,3*63* 
63*0*51,51,51,63*63*3,3*0,63,63,40 
nM 1570 DATA 63,3,63,63,0*63,63,46,63,51, 
63,63,0,63*63,3,3,3,3,3,0,63,63*51,63, 


51,63*63,0,63*63,51,63,3,63,63 
ZH 1580 DATA 1,2,5,18,21*42,127*0,252,160 
,80*160,64,120,0,0,253,170,S5,170* 65,1 


70,127*0,253,171,07*175,95,191,127,0 
ED 1590 DATA 253*250,245*234*213,170,127, 
O 

KU 1600 POKE 756,MEn:GOT0 1130 
DD 1610 REH !■ II 


SN 1620 DATA nCtaDOQRROOOfloaDOQROO 
LM 1630 DATA O DO O O DinAK;.BR>^KCT;<gl ft 
AT 1640 DATA 0080000-■ ! A > AN COR 


HA 1650 DATA 00O nn 
HN 1650 DATA (100M AflA > ^! AttA J COORD 

ec 1670 DATA "ttf-jfflfW'fgifU'Tnnoft 

ET 1680 DATA O 'PA > A! & t &! |^! COOODao 
TI 1690 DATA 00000000008000000000 
CT 1700 DATA 

SP 1720 DATA OOOQOOOOOaoaODOOOOOO 
OG 1730 DATA A An n n ngfiTTifT ft ff fTI" 
EF 1740 DATA OOOOO * I CO * I Atti;■ A{ COO 
FH 1750 DATA QO0O lMl^ag;lgaJM1 aOO 
PB 1750 DATA 000'>ADA!A■APCOOOO 
TR 1770 DATA """"BHfIfffilgiftftTlTTff 
CL 1700 DATA 0'OA!AfAIAttAf(OOQOOO 
TK 1790 DATA OOQOOOOOOOO000(3000 00 
CV 1800 DATA 
SC IBIO REM 

SR 1020 DATA 0000a0a(10O00Q0<]DO000 
OA iS30 DATA OQOOOOOaO nirrfctoJJ.CTgt n 
SP lS4e DATA OOOOO'nA! Al A+Af AMOO 
HU 1050 DATA n Vn n n 

Db 1660 DATA OOO■{A*AbA rCOOOOOOOO 
CM 1070 DATA OQQOO 
CN 1080 DATA O *■ AICA ! ABA ! A! (00(^000 
Tn 1890 DATA 0000(7000000000000000 
CX 1900 DATA 

TD 1910 REH JJ3■■ WtlbtAM 

ST 1920 DATA 00000(100000000000000 
KN 1930 DATA 

OF 1940 DATA OOOMCO^BA!A>A!A■(00 


DD 1950 DATA 0Q ilTfMai o 
08 1960 DATA OOQ'»A■AsA!A!ANCQQRO 


58 1970 DATA O OKMUOUg^O 00 O O 
FL 1900 DATA O ’ ! A { A f * A! COQOOOO 
TO 1990 DATA oaaoaoooooooaaaooooo 


cc 2000 DATA 
TD 2010 REH 
SC 2020 DATA 


Sc reen 


ooooaoaooooooDoooQoo 


PD 2030 DATA 

eH 2040 DATA OOO'BCO* IApA■A* A* COO 
PT 2050 DATA OOOMl^ig^ ff O 
SA 2060 DATA 000 * >A* Ai4* AfAfA! tOO 
OH 2070 DATA OOgaMO lP.T^MSCTTN lOD 
DK 20SO DATA O« * AfAsA!A!APA* A! COO 
SK 2090 DATA 0000000000000(1000(100 
CT 2100 DATA 


SA Pb^c 6 Is.iiue' 2^ 



SPRING SALE 


GREENWELL COMPUTERS 

114 QUEENS ROAD, 

CHEADLE.HULME, CHESHIRE SK8 5HS 
TEL; (061) 465-1126 (MAIL ORDER ONLY} 


SPECIAL HARDWARE OFFER 

130XE WITH 1050 AND SOFTWARE Cl 99 


Hardware - 8‘QIT (Home/Personal U«e) 

ATARI 130XE 1 2aK COMPUTER C 85 

ATARI f 050 DISK DRIVE EH4 

ATARI t029 DOT MATRIX PRINTER Cl24 

ATARI t027 LETTER QUALITY PRINTER Cl24 
ATARI XC12 PROGRAM RECORDER £ 24 

ATARI QSO INTERFACE MODULE £ 89 


HARDWARE 16/32 BIT 
ATARI S205TFM WITH BUILT-IN DISK DRIVE 
ATARI 1040STM WITH eUlLT-IN DISK DRIVE 


We cannot list every item we sell here, sc jutt 
'^phone or write- 

Charges and Paymenta:- 

Fer hardware add £5 for delivery. For fucks add 
CT-SO for delivery! 

Cherfuea & P-O.'a to: 

"THE GREENWELL GROUP” OR TRANSCASH AT 
THE POST OFFICE A/C 670542001 


ARE YOU mssmo OUT? 
MONITOR MAGAZINE 




IS JUST WHA T 
YOU NEED! ^ 


Fated from cover to 
cover with: 

* Gatvamsing 
Games 

» Tantafising 
Tutoriafs 
m Mind-hoggiing 
Machme Code 
» iotsa Ustiftgs 

• Topical Tips 
V Rea fistic Reviews 
■ 16-Bif and 8-Bit Coverage 

Send a ch&qtie/P.O, for £4-00, made payable to the 'U,K, 
Atari Computer Owners Club . for your four issues subscription 
now. Or send £1 -30p (which includes P&P) fora sample copy, to 
see what the magazine offers. 

Doftl detay do it today it 


THE U.K. AURf COMPUTER OWNERS CLUB 
niit P.O. Box 3. Rovleigh, Essex, SS6 BLR 

tuiiependeiit User Group 


£100 PROGRAMMING 
CONTEST! 


Here^s a chance to show how clever you are. We 
would like a new title screen tor the PAGE $ Issue disks 
and rather than get someone to write it specitieally we 
thought we would give you the chance to put forward 
your ideas- 

You will prO'habLy need one of the PAGE 6 Issue 
disks to get ati idea of what is required (more sales!) 
hut briefly we need a good animated title which 
announces the Issue number and date of the disk. 
Entries can be in Basic or machine code but must con¬ 
form to the following guidelines. 

1- The first few lines must contain variables or 
data for the Issue number and month year of 
issue and colour registers so that these can be 
easily altered. If written in machine code, these 
must be in the form of a table which can be 
altered with a sector editor. 

2- The program must be able to be exited before 
completion by pressing any of the function keys 
(STAR T/SELECT/OPTION). 

3. The program must) on exiting as above or after 
finishing (with a short pause) run a Basic 
program entitled “DrMENU”. 

4. On exiting by any means, all Player Missile 
Graphics and other registers must be reset to 
their default values. 

5- The program must run on all S-bit models l.e. 
it must not use features found only on the XL. XE 
and must not use illegal fumps to the OS. 


The theme can be entirely yours but the program 
should be capable of being easily changed slightly for 
each issue) even if only the colours. Perhaps several 
difTerent optional backgrounds could be supplied? Let 
your imagination flow! 

THE PRIZES: Real cash! The entry selected by the 
Editor as the winner will receive £75 and a free disk 
subscription to PAGE 6 worth £30. Two runners up 
will each receive £25 and a disk subscription. 

W^hat more incentive could you want? Of course 
youll really do it because you love programming that 
old Atari and because your program will be seen by 
Atari owners all over the world) won^t you? 

The Editors decision will be final and PAGE 6 will 
retain the right to use any prize winning programs on 
their regular Issue disks until further notice. Disks will 
only be returned if requested and if accompanied by 
return postage. 

DEADLINE; 20th APRIL 19S7. Get writing! 

Entries should be sent to TITLE CONTEST, PAGE 6, 
P.O.BOX 54, STAFFORD, ST16 IDR 


6 - tss uf 2A ^7 
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B/GRAPH 

Ariolasoft 

£29,95 

Reviewed by John S. Davison 

Ever since T bought Atari\ original *Graph-It' 
program for my 16K 400 many moons ago, Tve been wishing 
someone would produce a good graphing and charting utility 
for the S-bir machines, Weli,, my wish has been granted “ 
thanks to Ariolasoft (again!). The B, Graph package has an 
added bonus, too. It includes statistical analysis functions^ 
allowing you to test> manipulate and reduce taw data into 
more meaningful information before displaying it graphically 
in many different ways. 

Packaging and presentation is of the high quality^ which 
now seems to be standard on Ariolasoft^s flagship range of 
K-bii software, matching that of HomePak and PaperClip 
(both review^ed recently in Page 6), BUT, they do persist in 
printing their instruction manuals sideways with the spine at 
the top instead of the left hand side, and binding it in such a 
way that it won't stay open at the chosen page! And really, a 
146 page manual SHOULD have a proper alphabetic index, 
although to be fair, the list of contents used here is fairly 
detailed, 

The facilities provided by this package are 
comprehensive, to say the least. They're implemcrited via ten 
separate programs supplied on two single sided disks. 
Learning to use a package as complex as this could be a 
nightmare, so Ariolastjft have taken the sensible approach of 
writing the manual as a series of tutorials covering all of the 
major functions. Sample data is provided on the second disk, 
so you don't have ttj invent your own while learning some of 
the more exotic functions. 

The package is mostly menu driven, and generally 
friendly and easy to use, Most screens prt>mpt you as to what 
actions you can take next, although this is not always so. 

Some functions, notably imaging, use a full screen display, 
with no room for menus or prompts. I ended up writing out 
the required key commands on a reference card as a 
reminder. 

GRAPHING AND CHARTING 

For most people, the graphing and charting features are 
the ones which will get most use. B Graph can produce a 
graph or chart to suit virtually any purpose, including line 
plots, scatter plots, area graphs, two and three dimensional 
bar charts, with factors stacked or side by side, market 
graphs (for stocks and shares), and pie charts. You can 
quickly switch back and forth between compatible chart 
types until you find one that best suits your needs. 

B/Graph will handle up to three factors, that is, you can 
plot three diflerent sets of data on o^ne chan. This was a 
disappointment at first, as I often need to plot more sets than 
this. However, B/Graph lets you superimpose charts over 
each other, so if you needed six lines on a graph you could 
produce two sets of three and then overlay one on the other. 
The only problem is that there are only three different styles 
of line, so it could get a bit confusing. 

Each factor can have up to 100 values - giiod enough for 



most home use purposes. There are display limitations w ith 
bar charts, though, restricting you to a maximum of 48 
values. If you have more values than this, you have to use a 

line graph inslcad. 

Positive and negative integer or decimal data values are 
handled, and B/Oraph will automatically scale the axes for 
you, so you don’t have to worry about plotting points that go 
'off the chart'. To meet special needs you can turn off the 
automatic scaling function and do it manually. 

Labelling your charts is easily achieved, with standard 
facilities for entering main and secondary title lines, X and Y 
axis titles, and chart idcntificaiion number. 

Pie charts work slightly differently in that you can key in 
up to 16 values and their descriptive labels. B/Graph then 
calculates the percentage value of the total each represents 
and displays them all graphically in the familiar ^pie slice’ 
format. 

CUSTOMISED CHARTS 

Any chart can be customised by adding solid or dotted 
grid lines (horizontal and/or verticaJ), adding borders to the 
top and right hand side to match the usual X-Y axes, and set 
colour and intensity of background and plots to suit any 
requirement. 

One other small disappointment concerned use of 
colour^. Detailed colouring is achieved via - you guessed it- 
artifacting, which means users of non-American standard 
TV’s see only patterns rather than colours. However, the 
patterns do effectively separate ihe different chart areas, so 
this is no real hardship. 

PRINTING AND IMAGING 

One of the joy^ of this program is the ease with which 
you can obtain a printout of your charts and data. It’s as 
simple as pressing the START key. This gives a rapid, good 
quality screen dump producing a picture size of abt>ut one 
quarter of an A4 page. Most popular printers are supported. 
My only criticism is that pie charts printed on my Star SGIO 
were slightly oval, rather than circular* This happens with 
some printers as horizontal and vertical dot pitch is 
sometimes not quite the same, and B/Graph assumes it is. 

The screen display is created in real time from data 
provided by you. Sometimes you may want to display a 
whole scries of different charts without having to wait while 
B/Graph builds each one from the base data. To do this, you 
use B/Graph*s imaging facilities to save screens to disk as 66 
sector files. A utility is provided to display these in sequence 
as a "slide show’. 







THE BEST ATARI SOFTWARE 


That's what we want you to tell us! 

You will have noticed that we don’t give star ratings or points to programs we review 
but many users like to be able to compare programs on a ratings basis. So (with your 
co-operation), we intend to run a regular feature showing those programs that Atari 

owners at large feel are the best and the worst. 

What we want you to do is to go through your software collection (or at least some of 
it!) and rate each program from 0 (for abysmal) to 10 (for the absolute tops), jot it 
down on a postcard and send it to us. Whenever you buy something new and have 
formed an opinion, send us your marks on that and we will update the charts each 
issue. We will publish separate charts for Adventures, Games, Applications and ST 

software. 

There is no need to categorise programs if you don^t want to, but please make sure that 
you make it clear whether the programs are for S-bit or ST. 

No chart system is infallible but if enough readers voice their opinion we must get a 
much fairer reflection of what is good and bad than if we asked one reviewer to be sole 

judge and arbiter. 

So let’s be hearing from you. This is your chance to participate! Get cracking on those 

cards and send them to: 

THE BEST ATARI SOFTWARE, PAGE 6, P.O.BOX 54, STAFFORD, ST16 IDR 


Imaging facilities also permit you to use additional 
custom, labelling on your chan. This time, however, you 
have complete flexibility as to positioning, fonts, text size, 
and colour (artifacted). A further use of this facility is to 
produce text only screens for inclusion in ^slide shows’ of 
other chartsH B/Graph provides several different fonts, 
including Greek, Hebrew, Russian, and EskimoCl) alphabets. 
These may be rotated in 90 degree increments, if required, 
for special labelling purposes^ 

Yet another option provides a means of passing B/Graph 
charts to some of the newer word processors (like Antic 
magazine’s Word Magic, and Ariolasoft’s PaperClip) which 
can integrate them with text into documents. 

LIES, DAMNED LIES, AND.... 

Statistics packages arc something of a rarity on the 
Atari. Even if B/Graph contained only the features described 
so far, it would be a good buy. The fact that it also contains a 
whole raft of statistical analysis functions makes it doubly so 
(if you can understand and make use of them, that isl). 1 
don’t claim to be a statistician, but there are items here even 
1 can use. 

All the standard ftmcdons art present including mean, 
median, standard deviation, variance, skewness, kurtosis, 
upper/lower quartiles, and maximum/minimum values for a 
given set of data. 

Data manipulation functions include exponential 


smoothing, arithmetic and geometric moving averages, 
predefined or customised factor calculations, e,g, divide 
factor 1 by factor 2, or use the factor values in any valid Atari 
BASIC expression supplied by you. Also, you can change the 
order of factors, remove factors, and load factors from 
another file. If you have a few missing values in a given 
factor, B/Graph will provide estimated values for ihem^ if 
you wish. 

Visicalc owners rejoice! B/Graph can read Visicalc DIF 
files, allowing you to visually illustrate your spreadsheets. 

Data can also be passed in the reverse direction, enabling 
Visicalc to read B/Graph data^ 

Other features cover F, T and Chi-Square tests, and 
Normal, Poisson, and Rinomial Distributioii probability 
testing. In addition, there are facilities for regression and 
correlation analysis. Phew - hairy stuff! Obviously, you need 
to know what you’re doing to get the most out of some of 
this. The B/Graph manual isn’t designed to give you more 
than a brief overview of what it’s all about, but does 
recommend suitable books for further study, if you need it. 

CAN YOU LIVE WITHOUT IT? 

B/Graph, quite simply, is first class, quality software 
for the S-bit Atari (and for the ST soon). If you need to 
produce graphical charts or do a little statistical analysis for 
home, educational, or even business use, then go out and buy 
B/Graph now. It’s worth every penny of the asking price. « 
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WAR HAWK 

Firebird 
£1.99 cassette only 
1 player 
1 joystick 



LAPIS PHILOSO 
PHORUM 

‘Philosopher’s Stone* 

Ariolasoft 

£14.95 — Disk only 

I Player 

Keyboard 


There^s a budget war raging with 
Firebird and Master ironic battling it out 
between them to priMluce the best Atari 
‘cheapie\ Previously, Mastertronic led 
the race handsomely with top notch 
games like NINJA and LA SWAT but 
Firebird have retaliated with a real 
cracker in the form of WAR HAW'K, 

It's a vertical scrolling space-aap 
game which shares many similarities with 
Uridiutn, a top-seller on various other 
micros. The aliens have set up their 
defenses on a huge asteroid belt and you 
must fly Warhawk into the heart of that 
asteroid beltj destroying bases and wip¬ 
ing out the marauding fleets of enemy 
starhghiers. Watch out for space mines 
and meteor showers which will erode 
your defensive energy shields. Once your 
shields give out the game is over. 

If you survive the initial run over the 
asteroid base and the subsequent kami¬ 
kaze attack by the starhghtcrs which con¬ 
verge on your ship like a swarm of angry 
bees - they have no firepower but, 
instead, try to deplete your shields by 
ramming into you - your first mission is 
complete and you advance onto the next 
asteroid with your shields restored to 
maximum strength. 

Should you manage to completely 
wipe out any individual base you art- 
rewarded with a welcome bonus. An 
ordinary^ joystick isn’t much help here 
and an auto-fire stick is a must. It’s 
difficult to rack up a decent score without 
one. 

WAR HAWK scores high on playa¬ 
bility, though it tends to get impossible 
on the higher levels - or so I’m told! 
Graphics are bold and colourful, sound is 
well up to scratch for this type of game, 



JIM SHORT BURNS 
THE MIDNIGHT OIL TO 
LOOK AT HALF A 
DOZEN MORE GAMES 
FOR YOUR ATARI 


and it has that elusive quality which 
keeps you coming back for more. If 
you’re a glutton for punishment you’ll 
appreciate this one. 

Not content with all this, Firebird 
have tossed in a few extras. The title 
screen is a stunner, depicting a moving 
gtarfield fading away into the distance 
and giving the best impression of 3-D 
I’ve seen in a long while. However, the 
theme music is the real show-stopper. 
Composed by Rob Hubbard it is causing 
quite a stir in Atari circles at the moment- 
My own personal favourite is "Song of 
the Grid^ from BALL BLAZER, but 
most other Atarians reckon the WAR 
HAWK theme is the best yet on our 
computer. For once I’ll bow to the major¬ 
ity and concede the point. 

It’s going to take something extra 
special to knock W’AR HAW-'K off the top 
of the budget pedestal. Other software 
companies may have to do some soul- 
searching. Htiw much longer can they 
continue to charge £8-10 a game w^hen 
there are gems like this hitting the market 
at only £1.99? Think about it. 


Twentieth Century Royalty have 
never had it so good — silting back w'ith 
their feet up sipping a glass of Bollinger, 
making the odd Christmas speech now 
and again just to keep up appearances 
whilst letting the Government mess up 
the running of the country for them. Ah, 
what a life! 

It wasn’t quite so tushy in bygone 
days, PHII.OSOPHER’S STONE is a 
graphical adventure set in ancient times. 
King Gieselher, wise ruler of Alkanicn, 
bas been poisoned by his evil stepson in a 
hid to seize the throne. Messengers have 
scoured the land in vain for a cure to save 
the old King and now, in desperation, 
they have turned to you, a loyal servant 
who once dabbled in the mystical art of 
alchemy. Can you help save the King? 

.Maybe it’s not the done thing in 
adventure circles but Fm going to put the 
cat among the pigeons by confessing that 
I prefer graphic adventures to text only 
ones. It’s been said many times that you 
don’t need graphics when there is good 
descriptive text as offered by Infocom 
and the like, but I don’t agree. Perhaps I 
don’t have a vivid enough imagination? 
In any case, 1 can’t see the sense in 
ploughing through line after line of text 
just to get an image forming in your head 
when a picture docs it for you instantly. 
Anyway if, like me, you prefer your 
adventures with artwork then PHILO¬ 
SOPHER’S STONE will not disapptjini 
you. The many and varied picture scenes 
are bright, dear, full of detail and 
remarkably similar to the type used in 
Activision’s ’.Mmdshadow’, another first- 
rate adventure in my opinion. 

The parser is of the verb/noun 
variety, which I feel most people ate 
comfortable wfith despite the claims of 
some programs to understand full 
‘English’ sentences. I’ve lost count of the 
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times Tvc typed sentences into these 
programs only to be disappointed with 
the replies. 1 always use verb/noun inputs 
- yeSj even with Infocom adventures. 
Maybe that’s why I’ve never actually 
completed one!! 

A word here about the text which is 
done in bnild ‘Olde English’ style - large 
black letters on a light background - and 
is infinitely more readable than the 
terrible stuff used in the early Scott 
Adams adventures. The program also 
fcaiures an impressive title screen and 
even a catchy Singalong’ theme tunc. 
Plenty of extras for your money! 

You begin the game in the comfort 
of your own httmc deep in the heart of the 
walled city. A quick rummage through 
the attic reveals a ct>uple of useful items, 
including a book which gives you a clue 
to the solution of all your problems -- the 
Philosopher’s Stone. Only problem is 
how' to find it! 

Outside in the streets you are 
presented w^ith yet another major 
pmblem - how to get out of the city. 
You’re in league with the King 
remember, so his stepson has doubled the 
guard on the main gate to prevent you 
from leaving. An alternative method has 
to be found* And now^ your troubles 
really begin...... 

This is poised to take over from 
'Mindshadow’ as my favourite adven¬ 
ture. It offers a series of logical puzzles 
which require smart thinking rather than 
a University degree in psychology. It also 
gives cleverj interesting replies. When 
you tell it to "TAKE object^ it responds 
with things like *How can I do what is 
already done?’ or "I am sure it is safely 
stowed away’ rather than the usual boring 
*OK’ or ‘Taken’. I like it"s sense of 
humour too. If you ‘PLAY LUTE’ to the 
guards at the gate you are subsequently 
thrown in jail for disturbing the peace. 
That wonY get you very far, mind yoUj 
but you’ll get a Laugh from it if nothing 
else! 

This game is a whole lot of fun. I 
may only be a novice where adventures 
are concerned but I know a good program 
when I see one. Highly recommended. 



ESCAPE FROM 
DOOMWORLD 

Red Rat 
£9,95 disk 
£7,95 cassette 
1 player 
1 joystick 


Red Rat keep churning them out 
(more power to their elbow.') so helping 
to fill the gap left by English Software, 
who are no longer Atari’s main British 
software producer, 

ESCAPE FROM DOOMWORLD 
is a ihree-in-one action arcade game. A 
group of leading Earth scientists are held 
captive on Doom world and they have to 
be rescued before their vital knowledge 
can be used against us. 

The first stage is like a platform 
game minus the ladders and you move 
around the levels with the aid of some 
clever jumping techniques. Various 
objects have to be collected before 
moving onto the second stage. Here you 
take to the air in your spaceship and some 
‘Choplifter* manoeuvres are required to 
pick up all the scientists and drop them 
safely at your base. You stay wdth your 
ship for the final stage where skilful fly¬ 
ing is needed to negotiate an assortment 
of columns and collect the three bombs 
w'hich will destroy the alien planet and 
result in the completion of your mission. 

DOOMW’^ORLD starts off quire 
well but fades away as you progress 
through the three stages. The first stage is 
the strongest one by far and perhaps a 
better game could have been written 
based on that idea alone? 

Passable enough this one, but is it 
worth the asking price? Like DOMAIN 
OF THE UNDEAD I feel it should have 
been a budget game. Maybe you*d like to 
iudge for yourselves? 


LASER HAWK 

Red Rat 
£9.95 disk 
£7,95 cassette 
1/2 players 
1/2 joysticks 


Forget modern software trends. 
Everybody knows irY hard to beat a good 
old-fashioned space blaster. When all else 
fails give ibe punters what they really 
want - another ‘zap those nasty bug^eyed 
critters into space dust" games. 


LAiiER HAW’K is a jazzed-up 
version of Scramble - no caverns though, 
just continuous left to right scrolling 
across an open-air alien landscape. You 
take on the role of the famed Mercenary^, 
Jim din’Alt, who has been recruited to 
destroy the 5 command headquarters of 
the evil Proc Irata, which just happens to 
spell ‘Atari Corp’ backwards. Naturally, 
these arc heavily guarded by the obliga¬ 
tory defence systems, comprising of air 
cannons, robotships, volcanic eruptions, 
missile launchers, meteorites, homing 
missiles, laser-beams and the like. Not 
that a few paltry^ defenses will hamper a 
man (sorry ladies but Jim is definitely a 
man’s name - I hope!) of your capabili¬ 
ties. Besides, the headquarters are code- 
named HEEB, COMM, APP, AMS and 
SIN and come in the shape of the appli¬ 
cable Computer symbols. If that doesn’t 
give you the incentive to bomb the living 
daylights out of them then nothing w ill!! 

I’m tempted to label this game as a 
poor-man’s BETA LYRAE as it bears 
more than just a passing resemblance to 
the Daiamost game. Beta Lyrac is the 
ultimate computer Scramble and LASER 
HAW’K can’t really hope to compete, but 
it is a reasonably good alternative. What 
it lacks in fancy frills and refinement it 
makes up for in playability not to 
mention barefaced cheek! Bombing Com¬ 
modore and Spectrum symbols? .... 1 like 
it, I like itlJ 

. Worth the effort this one. Make sure 
you check it out. 



JET SET WILLY 

Tynesoft 
Cassette 
t player 
1 joystick 


IVe never liked this game. I saw it 
when it was initially released on the 
Spectrum and Commodore and could 
never quite understand what all the fuss 
was about- Mind you, I was reared on 
stuff like Astrochase and Blue Max and 
Necromancer, so maybe that had a lot to 
do with it? Anyway, despite the silly little 
matchstick graphics and the fact that you 
needed a magnifying glass to even see 
anything on the TV screen, despite the 
game being full of bugs, meaning you 
could step into a trap and lose all your 
remaining lives without being able to do 
anything about it, despite having to type 
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in a hundred different ‘^cheat' pokes to 
override the bugs in order to complete 
the game^ it still managed to lop the soft¬ 
ware chans and earn the dubious acco¬ 
lade of 'Game of the Year\ 

So who*s kidding who? Well, owmers 
of those *other’ computers will defend 
JET SET WILLY come hell or high 
water andj indeed, they sang it^s praises 
right up until the ver>^ moment they were 
carted off to the Funny Farm by the men 
in w hite coats^ Half a million loonies can^t 
be wrong, or can they? They'll be telling 
us next that the latest Status Quo single 
isn^'t exactly the same as the last one! 

And now JET SET WILLY has 
arrived on the Atari (why us?) and, in the 
interests of fair-play, I am prepared to 
cast ail prejudices aside in order to give it 
a fair crack of the whip. Okay, Tve looked 
at it, played it, studied it in great detail 
and...... it’s terrible! 

I’he Atari version is an insult to the 
Atari^ The colo-urs are dreadful, sound 
non-existent apart from the brilliant 
theme music from master composer Rob 
Hubbard and the graphics are totally 
inferior to all other versions when we 
know they should be better, and the ani¬ 
mation is a joke. Instead of the super 
smooth animation we are used to on the 
Atari, the characters move around in a 
jerky, stop-start motion which manages 
to look passable until you compare it with 
the Spectrum/Commodore versions. 
Come off it Tynesoft you can do beiier 
than this. Commodore and Spectrum 
owners will laugh their socks off when 
they see it and that’s the Last thing the 
Atari needs. Can you imagine what the 
mainstream ^anti-Atari’ computer press 
are going to say should they get their 
hands on a review copy? They seldom 
miss a chance to put the Atari dowm. 

Please try again Tyncstift - we need 
your continued support - but no more 
conversions. Stick to original material 
until you get to know the machine a lot 
better. If you want to sec how it's done, 
take a look at STARQUAKE from 
Bubble Bus. 


KNOCKOUT 

Anco 
1 player 
1 joystick 


Fm not a great boxing fan. I rate it as 
one of the most boring sports on earth 
(next lo cricket) and the only people I 
considered worth watching w^rc Ali in 
his heyday and the brilliant Sugar Ray 
Leonard who had more talent in his big 
toe than every other boxer in history put 


together. Obviously 1 don’t expect 
anyone to agree w^ith me and so now that 
I’ve upset fight fanatics everywhere (my 
good deed for 1987) it’s on w^ith the job of 
reviewing KNOCKOUT, a boxing simu¬ 
lation from Anco. 

It’s a slugging match this one and 
gives you, the challenger, the chance to 
take on the top 8 Heavyweights in the 
world in order of merit and, hopefully, 
work your up through the ranks to 
get a shot at that all-important title 
against the W'orld’s No.I, Smart ‘Hey, 
don’t push me’ Stallone. 

It looks decent enough at first - a 
view from behind your boxer, looking 
directly across the ring, with the crowd in 
the background and a couple of realistic 
'mug shots’ of the competitors in the top 
corners of the screen - but all this is sub- 
sequemly cancelled out by the poor 
graphics of the boxers themselves. Vour 
opponent is a crudely drawn outline and 
your own boxer is done in unusual wire¬ 
frame graphics, making him look like a 
half-finished version of the bionic man. 
There is virtually no animation at all - 
the boxers don’t move around the ring 
but stand on the spot slugging it out in 
true heavyweight style (yawml). 

I'he fighters are super-imposed on 
top of each other but, in spite of your 
wire-frame body, it’s still difficult to 
make out your opponent and totally 
impossible to tel! who’s hitting who. Tac¬ 
tics aren’t this game’s strong point. Jabs? 
Hooks?.,..., what’s the difference w^hen 
you can’t see them anyway? 

Sound effects are limited to the dull 
thud of the punches and also the cheering 
crowd, which actually sounds like waves 
breaking on a Cornish beach. 'This could 
have been the hrst computer surfing 
game if it w^eren't for the graphics!! 

Opponents have to be loaded from 
tape after a couple of bout^ on the cas¬ 
sette version, which makes me wonder 
where all the memory’s gone. It’s not as if 
large chunks of Ram arc wasting aw^ay on 
fancy animation! 

Unfortunately, there aren’t many 
other alternatives on the market for fans 
of this type of game, particularly if you 
have a cassette-based system. Disk 
owners are advised to check out FIGHT 
NIGHT from US Gold as it’s a much 
better prospect, Know^ what I mean 
Harry? 



CRYSTAL RAIDER 

Mastertronic 



Question - 'When is an arcade- 
adventure not an arcade adventure?'. 
Answer - 'When it’s Masterironic’s 
CRYSTAL RAIDER’. 

At first glance it looks, like one of 
those familiar arcade adventure games 
where you travel through room after 
room, collecting various objects, in order 
to achieve some predetermined goal. 
There’s more to it than first meets the eye 
though and the cleverly worded scenario 
on the cassette inlay gives you a few hints 
on how^ to tackle this one. Quote: 
'CRYSTAL RAIDER is not an arcade 
adventure. It is in fact a set of logic 
puzzles and should be approached that 
wav’. 

You control a small character who 
possesses phenomenal jumping powers 
and you must guide him safely through 
50 different rooms collecting all the 
quartz cry^stals he can lay his hands on. 
Pressing the fire bution causes him to rise 
up in the air and he will continue in an 
upward direction until he strikes an 
irnmovable object or you let go of the 
button. You have full control of his 
movement in the air thus giving him 
access to all the crystals and parts of the 
room which are otherwise impossible to 
reach. 

Fire-pita are a potentially lethal 
hazard and the rooms are also inhabited 
by killer snakes and other nasties. You 
must plan your route carefully to avoid 
these dangers, bearing in mind that all 
the cry^stals have to be collected 
eventually in order to complete the game. 
You can exit a room at any time but you 
gain an extra life for clearing a room of 
it’s quota of crystals, so it’s worth the risk 
particularly wLen you consider that there 
are 50 extra lives there for the taking. 
This gives you a maximum possible total 
of 55 lives and Mastertronic w^arn that 
even this may not be enough. From what 
I’ve seen 550 lives may not be enough!! 

CRYSTAL RAIDER doesn’t have 
the instant appeal of either NINJA or LA 
SWAT but it’s got far more staying 
power* You’ll still be playing it long after 
you’ve tired of the other two. Mastertro- 
nic have another winner on their hands 
here. ' • 
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and get them lighd 


The piogiam lletings kn PAGE 6 are prepared caretulljif to 
eneure that they can be typed kn as easily as possible. Before 
typing any listings ensure that you are familiar lylth the use 
of the 5hlft and CONTROL and INVERSE keys as outlined 
in your computet manuaL The listings are prepared to 
match euactly what you see on screen. Every character that 
you may see in a listing is included In the chart below for 
cross reference. By using TYPO 3 you can ensure that you 
type In the programs EXACTLY as they are printed. Remem¬ 
ber a single typing mistake may mean a program will not 
run. 

WHAT ARE THOSE CODES? 

Each line of a program begins with a special two letter 
code. THESE SHOULD NOT BE TYPED IN. They are used 
by the program TYPO to check that you have typed each 
line correctly. IF YOU HAVE NOT ALREADY TYPED IN 
THE TYP03 LISTING PLEASE DO SO NOW. The program 
can be used as you type In each line of a program or to check 
an already typed progranr. The code for each tine wilt match 
but if you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannot check If a line has 
been missed so if you have problems in running a listing 
count the lines in the program and ensure none are missing^ 
If the TYPO codes match and the program still does not run, 
LIST it to cassette or disk using LIST or LIST 

''Dfllename'\ switch off the computer, re-boot and then 
ENTER the program using ENTER “C” or ENTER 
filename". Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type In the listing carefully for although you can use 
TYPO 3 to check Itseif (see b below) it may not work If you 
have made mistakes. 

2. SAVE or CSAVE a copy of the program, 

3. Each time you want to type Ln a program listing RUN 
TYPO 3 /irsf. The program wdJI Instnll a machine code 
routine In memory and then delete itsell Now type In a line 
as shown In the magazine excluding the first i^ujd lettercode and 
press RETURN. 

4. A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine carry on and 
type the next line. Note: the code will not match if you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you have Just typed, move the cursor to that line and 
press RETURN. The code should now match. 


1 Q ! B 

2 B “ a 

3 S tt [I 

4 □ « Q 

5 S ^ 

6 B 

7 B > B 

8 ID e Q 

9 £3 c G 

8 (g ) a 

< G 

> U 

a B A □ hi: 

b P fl tU I I 




5. lithe code does not match, use the editing keys to correct 
the line and press RETURN again. Repeat If necessary until 
the codes match. 

6. To check a line you have already typed LIST the line, 
place ihe cursor on that line and press RETURN. 

7. When you have finished a listing Just SAVE or CSAVE It 
In the normal way. 

You cart type In a program without using TYP03 and then 
check it by SAVEing or CSAVElng a copy of the program, 
running TVPD 3 and then LOADing or CLOADlng your 
program and proceeding as In stepb above. 

Always SAVE or CSAVE a program before running ll and 
always use TYPO before telling us that a program will not 
run. .. 
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stAtvmn 
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HEH 

lAAft SATA 
1010 OATA 
1020 bArA 
10S* S&TA 
]0«H bATa 
lase PATA 
1060 bATA 
1070 PATA 
1000 PATA 
10S0 PATA 
liaa PATA 
1110 PATA 
1110 PATA 
1130 PATA 
1100 PATA 
1150 PATA 
1160 PATA 
PS 

1170 PATA 
101 

1100 PATA 
1 

IITP PATA 
1Z00 PATA 
IZie PATA 
1220 PATA 
1.2X0 PATA 
12*0 0ATA 
16Z 

IZSe PATA 
izoa PATA 
1Z70 PATA 
152 

120S PaTa 

2 

1Z20 PATA 
1300 PATA 

0 

1110 PATA 
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H5KT I 

<>10200 THEM ? “Error in PATA 
ts Chpch Typlnv'’itNP 
<1530) 

"ITPO in AS UP and runnKi0“t 

i0*^lGD,0,105,,25,3,30i,e2 
240,0,Z00,200,Z00,12Z,34,200 
242,26,300,162,72,153,25^3 
200,102,6,153,26,3,153,0 
IBS,0,320,137,72,0,232,224 
15,300,7*5,102,43,141,03,6 
152,5,141,04,6,173,4,320 
105,0,141,25,6,173,5,ZZ0 
105,0,141,25,6,162,0,162 
X,144,201,262,10,261,26,0 
0,0,0,O,D,e,0,e 
0,0,0,0,0,0,3Z, 24 
6,0,72,201,155,240,55,230 
203,133,202,110,72,162,0,133 
360,162,0,10,3 0,360,6,202 
144,7,24,101,263,1*4,2,230 
200,202,360,232,133,207,24,1 

204,101,307,1X1,204,105,200, 

200,133,205,165,206,105,0,13 

ZOO,104,170,10*,4B,4«,136,72 
151,7Z,153,0,l34,2a7,1.34,266 
150,24,6,Z04,3D,205,30,Z«« 
30,267,30,260,56,165,207,231 
104,170,106,200,213,2,144,4 
134,207,133,200,135,360,227, 

0,160,207,133,204,165,2 60,6 
204,42,201,Z5,144,4,233^20 
230,£04,202,200,242,133,205, 

IZB,145,BO,200,142,*0,200,2* 

165,204,105,160,160,3,145,00 
105,205,34,105,161,200,145,0 

32104,0,104,100,70,153,6 
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\ ESC ESC 
t ESC CTRL ^ 

+ ESC CTRL = 
e ESC CTRL + 

* ESC CTRL » 

N ESC SHIFT CLEAR 
4 f:SC DELETE 
h ESC TAB 

□ CSC SHIFT DELETE 

□ ESC SHIFT INSERT 
D ESC CTRL TAB 

Q ESC SHIFT TAB 
Q CSC CTRL 3 
Cl ESC CTRL DELETE 
U ESC CTRL INSERT 
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Add some pazazz to your 
labels 


Programs to make labels, atKiuiid but most only give a 
straight forward printout of the data tir directory. Designer 
Labels changes all that, at least for those with bpson 
printerSj because it allows you to enclose the information in a 
professional looking box that tells you dearly %vhai is on each 
side of the disk. It also allows you the option of numbering 
the label. 

The information to be printed can be entered on the 
screen or read from disk by the program. Designer Labels is 
able to read DOS directories as well as Mulii-booi 
directories. It is not able to read any disk which is formatted 
in true double density but it will read enhanced DOS 2,5 
directories. If anyone has a simple basic routine to configure 
the program to read a disk formatted in double density I 
would appreciate a copy. 

When information is entered from the screen ytm have 
three label sizes, large, medium and small however when 
reading a directory you are limited to two print sizes, 
medium and small. 

With Large, only available when in screen input modcj 
the label has space for one line of fourteen letters and two 
lines of fifteen letters on each side. In medium mode the label 
has space for tw^o lines of tw^enty nine letters and two lines of 
thirty two letters on each side whilst in Small the limitations 
of the screen size mean that you are limited to four lines of 
thirty seven letters on each side when emtering information 
from the screen. When reading a directory however the 
program has space for two lines of forty nine letters and tw^o 
lines of fifty four letters on each side, 

.As listed, the program prims A and B on the label to 
differeniiaie between sides. If you prefer to put 1 and 2 or 
indeed any single number letter in their place then in line 
7050 change the sixty fifth character to the letter or number 
of your choice for the first side and in line 7l 10 change the 
thirty seventh letter to the letter of your choice for the 
second side. 

To make it easier to enter the various codes needed to 
initialize the printer a second program, LABELMAKER is 
given. It uses the Atari Computer forced read mode to print 
the A seii codes and then list the lines created to disk under 
the file name 4ABEL.LST\ Phis can then be BNTERed 
with the main program. 


.. | | rtE IfUINQ CO,HPIUTEA QP-efE.IIT SCROLCt 

■ p—GRIBX? BCHOLCi ePUAeM iLDEflO SOLIDS 
'ISHUTTLE ROT^D DARCHiAFtT AUDCTL MtNICDUS DALLDADP 
■LSQUrtDFK SV^I^RUH QLiaCROL QT lADEHO nQ0C123 

’’nusrcENO TfiiOERO 0OVNPr«e__ 


'loeFflUCt SINEl SlHEf fnCUfiSQR FlLEflAKft FCReATE 
.iftCCQVERV ClOCKI PftICELES CURSORS 

'ifftTCHED UMICHECK PfllMTEip 


i, ABSERDLE fCUCMTVP TVPEITEGl TyPEINAD FTPEI TlfPil 

p ' TVFEi HPlnrAN PMBEI* COflPCEBT TCXTPLOT PLAtEB 


El 1 HRRW WWW W *WWNWWil K HM R ^**H-"HWWW" 

CP 2 BEW • LABEL* KAKER FOR 

TP 3 REM * DESICHEHS LABELS ■ 

EB 4 REM *-- * 

IV 5 REM * PAGE S 1WGAZIHE - ERCI.AHB W 
EH G REM ■ RRHWMMMH K W HKRRWWM MMHHHHIi W KR'W* 

KK 20 Din label* [22051 ,At(7603 

GF 30 LABEL* [13=CHR*C4D1 ILABCL* I143?liXCMA 

* 1403 ! LABEL* I23=LnDE4.t:A*C:i3=CnRt(a3 :A 
*l7BAl’CHn* {03 1:4* til =A* 

JR IS LABEL*<lt2*j2ia*l=AS 

Dfl 40 PESrOBE B000EFBR A = i TO ZIBBiPEAD B 

DM SB IF A=i0 THEM A=40 

LP faB IF A = 52 men Ar4B2 

HA 7B ir A=454 THEM A=4BG 

RD 00 IF A^a2S THEM A^SBB 

LU 90 IF A=5BZ THEM A=912 

VM (BB IF A=9B5 fhEM A=99B 

AR 10* IF A = 103B TtIFH A=1424 

ED 110 IF 4=1432 THEN A=17ai 

tilt 126 IF A=17D3 TMEH A = ZL0* 

UA 140 LABEL*CA,D7=ChR*CB3:HEHt 4 
LA IBB B=B:C=0 

BH 17A FOB D-7010 TB 725B 5TiR 1B:B=CFLJC 
=BFB*IIE B-21G1 THEN C=ZZB5 
TF it* T CHB^fl2*>fPOHE 765,1 
LE 198 POSITIOM PEEKI023^2]? B;"LABEL*t"3 
■ C;")=";CHR* f343 ;LABELt4B,C3;CHR* 

C341 

HT 266 7 "CORT*' 

SH 2 IH PaSITIDR PEG* <*23 j 6 : POKE d41j,13:9T 
OP 

D-C 220 poke 842,12: poke 7*6,0 

EA 238 KENT D 

tn 256 LIST "PtL4BEL.L5T",70*6..7260 

06 2*0 EHA 

OA 6DBO REM DATA STMTS 

S»C 6*1* DATA 27*84*27,49, Z7,10*j,5j27,76,1 
38,L* Bl,17^32^47,47^12*32,47,47,32,37. 
B3 

TT 6R3B DATA Z7,7*,I*,6,255,8,8,7*6,8,8,6 
.0.0,0,Z7,*9,27,71,14,65,77,76,8,0,0,8 
,z58,6,a.2SS,e,0 

HU 6850 DATA 27,76,4,0,255,6,0,255,27,78, 
47.,6,255,0,0.239,724,8,8,248,0,*.2 7,76 
,4,0,255,0,6,25S 

PC *686 DATA 27,7D,6.6,Z55,0,*,255,0,B,27 
,76,4,0,255,B,6,2*5 

GB *100 DATA 27,76,LSD,1■255,0,O,ZS9,47,3 

2,37,47,235,8,0,255,27,7*,16,0,255,6,0 

,255,0.0,0,0,0,A,27,04.27,69,97,71,14 
nV *17* DATA 66,27,7**6,*.8,0,255*8,0,255 
,fl,a,27.76,4,0,2*5,a,0,255,27,7*,42,0, 
9SS,e,0,239 

DU 6156 DATA 224,*,8,248,0,O,27,7*,4,0 * 25 
5,0,0,255 

6V 6166 DATA 27,76,6,0,255,0,0.255,0,6,27 
,76,4,0,255,6,0■255 

AC 61DD DATA 27,75,1S*,1,248,8,6,22J,224, 
8,8,248 

2F *196 DATA 27,76,92,1,27,76,126,1.27,76 
,12,0,0*6,6,6,8,8,0,0*0,6,6,6,27,59,97 
,71,14 

ar *2*0 DATA 27,64,27,188,5,27,70,27,20,2 
7,*5,*,15,27,83,1 
C« 7800 REM 
O* 7750 RE TURN 
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E r 

1 

REM tH 

GH 

2 

REM 8 

LK 

3 

REM * 

HH 

4 

HEM # 

EC 

6 

REM N 

TZ 

6 

REM » 

ED 

7 

RFM w 

fit 

10 

1 REH 

FO 

40 

DIH : 


tE^lCMER EABEt^ VPrs, 

FOR EF^ON PRIMITER5 
bv tnrHjmn ^incl^Pir^ ElAm 

PAGE « MAGAZINE - EMGEAHD 


1 ,F$(Zetl ,G$C1281 ,H$<156> , 1$ (ZR) .1 AftEL$ 
CZZeSl ;G05UB 7D0e 

N'T S0 DATA ZZ,7b,5,6,0,6,0^0,0,27.76, t,e, 
G,D,e,0,O,D,Z7,7«,12,0,0,6,«,n.a,B,(1,A 
,«r6,e,e,104,32,R3,Z2«,^t 

VV 60 FOR A=1 TO 9',READ D : 4$ < A, A1[RJ 
:MEHT A;FDR ft-l TO IBlREAD B;P$CA,A1=C 
HRftft^lHEMT a 

EA 70 FDR A-1 TO 16: HEAD 6Cf IA , A? =CHn$ <0 
):hCHT A:FDH A=1 to 6;REbD B:DffA,4I=C 
htR^CBT :NEMT A 

KD BQ DIM Rf CBAf j. L f mVI r , D3 I 

BR] ,pBc'Ba] ,DitbDi,H6fee} . T^Slil^ 

, U9- (loa } 

MJ t6 U$ = CHR$C40?ITD2T=CHHSt4«1 ;ufTZ7 = 
Uf : Gf (17 ETHBt CBI SGBdSDl.^CHRiEBl tCtlZl 
= Ct 

Lr IBB C£B:B=e:E=:a:F = b:G = b:ri = b:I = b:J=s:H = 
1: l. = B 

HR 110 HS(13SCHHt(lal:ns4ft«9=OHHt(1B|:Rf( 
ZJ=Ht:G0TP 1?B 

HR I7e OPER nz , 4, e, “k : “7 GE T NZ,HjCLDf.E na 
: RETUHH 

ZF 13e CRdPRlC^ BiPOKk 7ie,a4atPOKE ZRZ^l 
KP 140 PD^ittaR 14,3:7 H«h0r'':PR^I 

TIGH 18,4:? *‘by“;pa5IT16H 12,bi? '^Gbrd 
on 5incIBir“ 

UR 166 POSITION 1,16:? 

ntpr " 

KB 166 POSITION 1,12:? " tb* DisR ? tV/ 
HJ "iGOSUB 12e:lF n<>7B AND MOB? TH 
EN GOTO 160 

»V 176 IF H=7B THEN RABFCPTg 270 
BC IQO POKE 7ie,8e:PaKE 7ei,2ee:PDSITIDH 
1,ie:? " input Dish HuHfa#r ‘■:PDSITI 
OH 1,12:? " and Prirss Raturn 
El 110 POSITION 1,14t? “ Di*h - [ 3 

";A=i;Tl(l,7J=”Disk - ” 
aQ 20'B GD1UH IZBlIF H=.18B THEN Z4B 
KU 21U POSITIDH 2B?n,14:? CHHtIHl1Tt(7*0, 
7?A)=CHn$(H3:A=A41:IF A>4 THEN 16(8,11 
>-■■ ":GOTD 230 
LU aZB CBTO 2010 

ZQ 230 PuSlIlOH ?,14]? --EEXldCHXH^ra!^ 

: FOR 0 = 1 TO IPOiNCxT atBDlD ilB 
DD 240 POKE 7ie,ia:P0'KE 761,2« 

HH 2S0 POSITION 1,10:? ■' I3 thv PtSh Hunb 
er “:PDSITiaii S,12t? Cnrrpri fr7 

HI “:GaSUB 12B:1P N=18 tRER 180 

UH 260 tt=l:IF HOBS THEN ISfl 
KN 270 POKE 71O,B0:PIIRC 7B1, IBB j POSITIBN 
1,10:? “a ScphPR input 
TY 200 PDSITIDH 1,12:? Dish DirBitRPtf 
- Dos” 

AD Z10 POSITION 1,14:? “Q Hulti-BAQt bir« 
[. turu''' 

RM 3bU GuSUD IZB 

H6 lie IF H=4l TmER iTHiBEH 1CREER INPUT 
un 320 IF H=Be THEN C=1:P?-l:CDtQ IBOB 
FV 330 IF H=S1 THEN J=1:P=2:GOTO 1280 
HK 340 GOTO 306 
UK 341 REN mciilo: 


RD 480 IF n=Z8 AND PEEPr(04]=Q THEN 480 
hA 410 IF H-28 AND PEElC(a4T=H THEN ? CHRS 
C2ifl i 

HJ SOU IF H-21 AMD PEEh(fi41=S THEN ? CHRf 
I2^» ; 


MS 170 POSITION 1,14:? “PlTtSS ESC to Pr i R 
f':POSllIBM Ci,&lt? *■? + ■'; :G0T0 460 
JD 180 REH TTI i ni>l:IM'lill JTIM 
OP 11U RtH 

FI 1000 PONE 710,101 POKE 701,20:POSITIDN 


‘by“;pasiT10H 12,bi? 

■Do you wish to nu 


Tai¥| 

es 360 REH ^Baooi 
KJ 360 POKE ZlBjlB^PUKE 7Rl,20:PDSITIDH 1 
,10:? '“fj Latyr PTlnt - 15»3 ■' 

ZS 370 POSITION 9,11:? --Q Hrdluit PPint - 
JZ«4 ” 

itj 3 HR POSITION 1,14:? SHall print 
3 7*4 

uj 3S6 posiTiuH 1,1b:'? 

RH 400 GOSUB 130 

US 4lB tr M=41 THFN C = IeP=:4;P={ 

U = 16 1 U..7 3 H'l 1 F GOTR BtR 
GB 42B IF H=6n TRFH F=1 fR;= 4:P=1 
U=3Z1U=B:H-13FG07P 010 
DH 430 IF M=61 IHEH D?ilP=7tPkl 
usaai V=:6;H=11'. K=11 GOTO 010 
M 440 GOTO 400 
UL 441 REH K14;N4^WU 
GL 4SB RFH 111 ■ 11 i I MI 

m 4«B tnsUR 120 
HIH 470 IF n-lZ8 THEN 46R 


TB 

SID 

ir 

H-ZI AND PttR(84]=1 THfcH 4bU 


i,iat7 -B Hediun print - 3i*4 " 

PU 

blD 

IF 

C THEN GOSUB 610 

to 

1610 

POSITION 

1,12:? 

■■g SwaJ 1 Pr i nt 

UI 

530 

IF 

F THEN GOSUB 640 


3 7N4 “ 



JH 

5 40 

IF 

H=151 OH M=187 TMER 400 

CS 

1020 

POSITION 

1,14:? 

,K 

tJF 

550 

IF 

H=27 THEN PONE 75Z,l3GaTD aDD:H 







EM 1 

nFAb LABEiL RDUriHE 

711 

103D 

PdsttIBH 

1, I B 3 * 


PT 

Sbfl 

7 CHH9(HJ i 






ZF 

5 70 

TF 

PEtK[U5l=U THEN ? 

C¥ 

104B 

CBSUB IZBeJF n(>41 AND M<>80 THCH 

HH 

aae 

11 - 

PEEKtU4l=V THEN ? CHflSfZlI; 


1 R40 



HA 

510 

TT 

FFtK(a4]=H (HER ? CHRiizai: 

DH 

1 BSD 

F 1=1 [ C 1 =' 

54tHI=S]D=1;If H=41 THEN 

PD 

600 

GDTD 460 


F = 1 : 

Gl=32:H1= 

3 : 6-0' 


JH 

610 

IF 

PEEK (051=11 AND PEEK (041^4 THEN 

SU 

insB 

PBSITIDH 

1,10:7 

■- Place DiSh - Si 


? CHRS (311 ;-r RETURN 


dr A 

„ 



P6 

620 

IF 

PEEK (081=11 AHD PEEK (041=0 THEN 

EF 

1R70 

PRSITIDR 

1, 1 7 s + 

an Drive 1 - Pr 


? CHRStill;:RETURN 


e5s 




ZI 

630 

RETURN 

NU 

1R80 

POSITION 

1,(4: + 


ZG 

64 n 

IF 

PEEK 1051=7 AND PEEK (041=4 OR P« 



I-" 




EK 1861=6 AND PEEK(841=4 PH PEEICIP81=6 
AHD pEEh(843=4 Then ? CHfc9tillRE Turn 
IR b5D IF PEEKteSl=7 AND PEEH 1043=1 OR PE 
EKe061=6 AND PEEKC84}=1 OH PEEH(D83=5 
AMD PEEKC84}=1 THEN ? CH«$C3131:HETUHH 
ZD 660 RETURN 

Lp bbi AEH no T i ft I nil 

an 676 REM Ml tU t — 

RU 600 IF C THEN 2=10:Z=3:Al=2:P1=1STGQTP 
760 


KU 610 IF F 
7be 

IN 760 IF D 
TbB 

OF 710 HS='^ 
cu 7iB rr C 
CK 730 IF C 


THEN V=4;Z=3;bl=4:ei=32:CDTg 


THEN V=9;Z=11A1=I:B1=37;GDT0 


":HS(06J=" "iMfiaisR* 

AMD 1=2 THEN Al=l 
AND 1=4 DR C AND 1=0 OR C AND 
1=1 THEN RETURN 

AI 740 IF 13=8 AND D OR 1>=5 AND F THEN I 
=I + i 

IN 780 POSITION 2,1+1:POKE 764,12:INPUT H 
6:PDSITIDH V,I + Z]? ^RETURN 

HF 760 I=l:CaSUD 71D:H$=H6fAl,B13:1=2:GOS 
Ufi 716:L6=H6fRl,B13:I=3ibOSU8 716:H6=H 
t11,Hi1 

hJ 770 £=4tLOSu6 7lBiH*=HtCl,Hi1iX=8FCD8D 
8 716;aS=H6tAl,ei}:l=biE08UB 7lBaPS=HS 
<Al,Bi3 

CH 700 I=:7tGOSUB 710 : q$=H$ (1 , Dll ; 1=0 ; GOSU 
H 71BpH£rHt(l,Bll 

MU 7S0 CLOSE Bl:RaEB OS.SIlPDHE 87,2^1 CH 
nt( 128 T 4 «OTD IflABlHEK PRINTOUT LABEL 
U2 7S1 REH TimnWI I l'lM 
HK 800 REH 

ED 816 CLOSE ttl:aPBH Kl , 12 , O, ”S t] RoKE 71 
6,3B:PDfe:E 761,20 

SM 82H IF D TRFH ClAlTDl=2;POKE 82,6 tPOKE 
83,31:GDT0 880 

RD 030 IF F THEN C1=0:Dl=4:POKE Q2,4^POKE 
03,38;GOT0 lie 

FG 04P IF C THEN Cl=12:01=4:POKE eZ,ie:PD 
KE 83,27 
HI- 841 REH 

Hi flS8 ? 3i I? :? '■rT";H$(43J " I-' 

|"1 FOR El = l fu 2 i? ♦*! 
r‘:HE>tT El 

ID 060 ? (431 H 

|■*^FOB El = ± IQ 2:? *'| 
r':HEKT Ei:? ‘■•■■'i Hi (421 i“J“ 

UC 876 POKE 02,ll:P0KE 03,26:6010 176 
2L 871 REH 

20 BBB ? 1? ''F''|R»(2B] ;'*t?':CPSUP 180 1? " K 
"iHi (2Rl|’'4'';GOSUB 100:? " 8”; HS (201 ; 
'":PDHE a2,ltPDBE B1,3B 
SG 816 GOTO 170 
CP 160 FOR El=l TO 4:? “| 

|'‘;HENT E1:RETURN 

IH 1B1 RFH 

eT 3^ 1 ? ■'i-i-i-r'':Fti t2fl3 ; " H' 

I " 3 ? " 1- 

,,, 

R El=i TO 2:? “I 

r-;HEH1 El 
“Htt" J MS tial '*17 



LW 

TIB 

■H 

II 


■M 

J-kJ 

T=i2: 

HH 

120 

T = 1P: 

FM 

130 


MR 

140 


OB 

180 


GA 

16U 


I" 

I El=l TO 731 M| 

l'':NEH¥ El 

■I";Hi (241 
GA 16U POKE 82,6 :pukf 01,37 


HE 1610 GDSDU 120 :IF HC3155 THEN 1010 
HJ 1100 TRAP 1210 

EV 1110 A = 1 ;ll = l :CLOSE Hl;qPEN ai,R,0,''OF 
* . N“ 

PC 1120 POKE 71O,lb0;PDKE 701,200;POSITIO 
H 1,14:? ” 

RQ 1130 FDR Jl=l TO 64:lS=” 

INPUT Nl,Ii:REH> 20 SPACES IN 

riLEi 

KI 1146 IF IS (11,13]'=”SYS” THEN HEKT J1 
UH 1186 IF li(5,D3=“fREE" AND Il>=8 THEN 
Jl=b4:GDTa 1710:REH PRINTOUT LAflEL 
CH 1160 IF I6(6,83=*'FREE" THEN Jl=b4:L = l: 

GOTO 161D:REH INPUT SIDE 2 
AP 1170 FOR Kl=4 TO 10:IF iS (K1, K13 ="- " T 
HEN Ll=Hl-l:Kl=10;G0TO 1110 
HP 1100 HENT 81:11=10 
OE 1110 Ei=" ” 

H2 1200 Ei=Ii(3,Lll:GOTO 1500 

DO 1210 POKE 710,3O:P0SITI0tt 10,14:? " 

OP 1220 ? "Q":P0SriI0H 1,10:? ^'Error in R 
eading Driue":PDSITIDH 1,11:? " Plea 
se try again " 

DO 123* FOR D=1 TD 25«:NEKT D:IF 1 THEN 1 
730 

UV 1240 POKE 7ie,ie:POKE 701,20;GDTa 1060 
oz 1241 REH 

YH 1280 REH ^nTI«¥T:T>MM»l=lJiUT^ia— 
ce 1280 POKE 71*,1»:P0KE 701,2fl}POSITlUR 
l.iot? -t] HPdiun Print - liui -■ 

VI 1270 PPITTIOH 1,12[-? SMll Print 

S7W4 " 

08 1280 POSITIDH 1,14t? •* 


GE 1210 POSITION 1,18::? ■ 'I Iff! JJ 2 

EliESn" 

AZ 1300 GDSUD 120: IF Hd41 AND HOSO THEN 
1300 

PP 1310 F1 = 1:G1 = 54:I11 = 5:D = 1 : IF H=41 THEN 
F=1;G1=32:H1=3:P=0 

SP 13ZH PDSTTTDH l^iaa-? " Place Disk - Si 
4* A ■' 

bZ 1330 PdSITIQH 1,12:? " in Driue 1 - pr 
ess " 

NO 1340 PDSITIOH 1,14:? " IttUilLlSB 

FD 1350 GOSUB 120:IF H<3l5S THEN 1S6D 

D6 1360 POKE 7ie,16e:PCKE 701,200:PdSITID 
H 1,14:? ” TITJaHTTSB 

DL 1376 FS£1J='' ":F5£2*llr“ ":FStl»=Fi 

OH 1360 H1=46:M=1:ll=l:A=1:e=l:IF K=2 THE 
N ii = a 

IC 1310 POKE 772,AbRCGil-INTlabUCG5>7l8bl 
N2S8:PDKE 773,IHT(ADRCGS3/28e}:PDKC 7b 
1,l:PgKE 770,82 

UL 1480 POKE 77B , Ml-TNT [HL77883 *■'258 ; POKE 
771, IHT CH177Sb) 

TM 1410 N1=U1R(ADR(Dill 

UC 1411 IF H=1 AND Gi (11,111 (3'^2" THEN PO 
SIT ION 1,14t? -u "'.ran 

0=1 TO Z6D:HEKT D:CUID 1340 

BN 1420 IF H=1 THEN F5tl,181=bS ill,13b14R 
= 2:'Mi = 41: G01D i3in 

YG 1430 Fidl, 201J=GS ( 1 , 103J ;rOP Z = 1 TO L 
ENTFSlsir F* (2 , ZI S'"*" THEM 1456 

HU 1440 HfHI 7 

YM 1480 FOR Jl=l 10 1S:IF D>=2 ARC H=a TH 
EH POP :C0TC lUU*:taEn phIhibut 

FP 1460 IF D>=Z THEN lb10:ttEH SlDt 7 


01 

f>5 


^ ~ [ssu-c lb 






id7a r t ~rf tn ^ B.*in iD . D*2u jFOIt Ll = f a TO 
J ^TEf^ -l:IF E5£Ll,LiJ=" " THEM MEHT 
Li 

nC 1 l4B0 goto l^flO 

TC IBTQ . ... " : nS (2 k-nS ± UE TUBM 

.JO isoa TF a = i OHO 11=1 Dfl- 0 = 1 oho ll='& T 
HFH GDSUR 10^0 

JF 1610 IF 11 = 1 OHO a4LlC=Cl-Hl THIEH 1680 

KB 1520 IF 11=1 A1«0 0 + Ll>=CI-tlJ TOEH 11 = 1 

;A = 1 ;KS = 0 $tl,Gl-mi :Gn 6 UB l^injCafD It 
80 

JK iBle IP 11 = 2 OHO fl«L 1 C=G1-I>11 THEM 1680 

OH 1540 ir 11 = ! OHO OMl>=£l'-Tll TUEri 11 = 3 

: A = 1 ; L$: = Hf (1 r Cl-H 11 ] QOIUB 14lOl£iDTll lb 
80 

rO 1550 IF Il = T OHO OtLl<:=«l T«tH lOOD 

KP 1560 IF 11=3 OHO A+L1}=C1 THEM 11=4:0= 

1 rHS=H5Cl, GIJ ;G06UB 149«|i:C0TD 1680 
CH 1576 IF 11 = 4 OHO a+t.l< = Gl TttEH 1688 

OG laOA IP 11=4 OHO 0+Ll>=Gl THEH 11=5:0= 

1;H5=H5f1,GliiGaaUB 1494:G0TD 1730 
LZ IS^O IF 11=5 OHO 0+t.l< = Cl-Hl THEH 1580 

Y2 lB«e ir 11=5 OHO fl*Ll>=ai'Hi THEH Il=b 

>0=1:dt=H511,Gl-Hll:A05UB 14101G0TD 16 
OB 

IP 1610 IF 11=6 OHO a+Ll<=61-Hl THEH 1680 

CU 1620 IF 11=6 OHO A+L1>=G1-H1 THEH 11=7 

:A=1:P5=H$C1,G1-H11:GOSUe 1490:60TD 16 
80 

HM 163A IF 11 = 7 AHO THEH 1680 

KZ 1640 IF Il±7 OHO 0+tl>=61 ThEH 11=8:0= 

1 t PS = HC 41 ^ Ell t EQ5IIB 148BtGnTO 16AQ 
IF 1656 IF 11±6 OHO A+L1<=61 THEN IBBB 

90 1550 IF 11=0 OHO 0+ll>=Cl THEM RtSHlll 

,CLllEQTO |B4at«EH PRINTOUT 
EK 1678 IF Il=f AMO A+01<=56 THEH 1680 
JU 1608 H£CA^d+Lll=E5 : A=Ai+L 14P:HEMT J1 
LH 1590 IF 11 = 1 THEH K$=:nf Cl«Cl-HU 
HC 17H0 IF 11=2 THEN Lt=Hf£1^Cl-Hll 
TZ 1710 IF 11=3 THEH 

AH 1720 IF 11=4 THEM H$=nfCl,Eil 

OH 1725 FOR 1 = 10 TO 14lP0i51TIaH *,1J? " 

■■IHEKT I 

DU 1730 POKE 7ie,90;POKE 709,20:POSITIQH 
9,10:? "Oo you wish to catalog''^? :? 

Side B? CV/Hl*' 

BJ 1732 aOSUO 1£0:IF H<>69 THEN 1840 
VK 1735 PQSlflOH 9,IB:? Place Pish - 5i 

do B 

EE 1748 POSITIOH 9,12:? ’■ in Driw* 1 - Pl^ 
ess " 

H 2 175a poBltloH 7,14:? “ 

HE 1768 GOSUB 120:1F HOIES THEN 1750 
SH 1778 IF E THEH 0 = 1 :11=5; CLOSE KUOPEH, 
B1,6,8,"D;*.*":COTO 1120 
PT 17Be E=2?GOTO 1358 

OS 1790 IF 11=5 THEH 0S=HSC1,Ol^Hll 
OV 1888 IF 11=6 THEH PS=H5f1,61-H17 
OV 1818 IF 11=7 THEH aS=H5fl,Gl} 

FD 102* IP 11=8 THEH R8=M5C1,G11 
to IBlB BEH 

Ti 1848 OEH — 111II Vim I iiM 111 

CO 1858 POKE 710,e5:PeKE 709,200?POSITIOH 
9,18:? " 

PE 1650 POSITinn 9,12tT "PfeHS ang keg to 

Pr i nt'* 

UR 187a POSITIOH 9,14:? “ 


MF 1688 GDSUB 128 

RF 1890 POSITIOH 9,14:? 

PZ 1900 TRAP 2aHB 

HD 1910 CLOSE BVjOPEH Itl, 8,0 ,P J “ 

aU 1920 IF H THEH 7 ni;LABELS(2190,22051; 
T5 

OH 1930 ? HI I LABEL • (1,4a8» J; “ ‘^t? BlJlABEL 
4 CABB , 43 73 ] chhS izel ; tGoSklB 21lHt? itl;L 
ABELS(438,4451" 

ML 1940 ? HIJlABELt(446,4711J:bUSUB 211D: 
? HI iLBBELt(492,4991 J:“ ■'^GOSUB 198e?GD 
SUB 19801IF C Then GOSUB 1908 

TV USB ? HI JLOBELS (518,9161 ttljLAB 

E1S1916,7491 jCHPS (201 ; :G0SUB 2110:? ttl 
ilODEL549S0,9571“ 

HV 1760 ? HJ I L ABELS (9S8,18031 COSllD 2110 
HI ] LABEL t ( 1BB4 , lOlll S “ *'':GUSLlB 1790 
:GPSUB 17701 IP C THEM GOSU 8 1990 

FV 1970 ? ttl :LABEL5 (1630,14271 HI?" 

"jGOTO 2030 

AH 1980 T ttl ;LA8EL9 (5nB,5n9» ? 1C09UB 2LIR1 
f 111 : LOBEt 4 C51H , 5171 J " '‘'iREtItHH 


Pt 

1990 

■7 

HI;LABELS (ini 2 ,tBZl] 

: :GOSUB 211 


D: ? 

Ri 

ilABELS (1022,1029J 

rURH 

AT 

7000 


Hi:LABELS(1428,17001 

; :nE torn 

UL 

2010 

r» 

HIilABELS(1791,21681 

;;HTTUHH 

HS 

2020 

7 

Hi ;LaBELS (2169,21891 

; :RF TURN 

HB 

3030 

POSITIOH 9,18;’ " 

press 

l>Z 

1040 

POSITIOH 9,123’ " 


Ah 

2450 

POSITION 9 , 14 :’ " to TUB again 


“:POSITIOH 9,lHj'» " 


SO 2060 GOSUB 12e:IF H(>155 THEH ChB 
ZB 3070 ms"": lS="“ : h5="" :(*$="■': 09 = "": p9 = 


DC 


: USi"” t RtS"" 1 4S=*'“ 
2060 POSITION 9,14t? 


GOTO 90 


EBRQfi 


KJ 2070 ? '>□" 1 POSIT lOM 9,12:? " Printer 
P All It " 

HZ 2100 ran o=i to 250:hekt oigotd irbo 
cc 2110 REM i ■ i ii i1 

BD 2120 IF hoi C TBEH HI j IAOEIS (2197,2 
2451 i 

JH 2130 E=QtL 

BS 2140 IF 0=1 AH6 K5="“ THEH GOTO 2000 
EH 2150 TP C=1 AHB a AHb H THEH ? HljCHR* 
£221JCHR5£701"ja»i 
1RETURH 

VC 2180 IP G = 1 OHO D THEH ? ttl; CHR4 (271 IC 

HRf[701 jhS;AS::OE ruaH 


WH 

2170 

IF 

C = 1 

AND C THEH ? ttl;HS;CS; :RET 


URN 




HA 

2180 

IP 

P = 1 

THEN ? til: «S :: RETURH 

GH 

2190 

IP 

E=2 

AND C Afl G=± AHb LS="" IHE 


H ZOOU 



tH 

±3 00 

IP 

0 = 2 

AHb D AHb K THEH ? HI;" 


♦■J LSJ 



AS;;RE TURK 

UK 

2210 

IF 

6 = 2 

AHb b THEH ? ttl;LS;ASM>’ET 


UttH 




NS 

2224 

IF 

G = Z 

THEH 7 BlJLS;IRCtURH 

FE 

2230 

IF 

G = 3 

AHb HS="" THEN GOTO ZB14 

CV 

2240 

IF 

G = 3 

AHb C THEH GOSUB ZB24;T HI 


:LS:cS; 

: RETURH 

GT 

2 250 

IF 

G = 3 

AHb b AHb K THEH T UlJ'' 



•61 ■ 

HS:" 

■’ ;BS ; : RETURH 

HT 

2 260 

IF 

G = S 

AHb b THEH ? ni;nS;eSnHET 


URH 




PP 

2270 

IF 

G = 3 

IHEH ? HI ; PIS ; 1 RETURH 

UE 

2280 

IF 

G = 4 

AHb C OR G=4 AHP HC="" THE 


H GOTO 

20 10 


JK 

2290 

IF 

G=A 

dHC D BHb h THEH ? HI:" 




HSj" 

"ibS;:RETURH 

TR 

2 300 

IF 

0 

II 

U 

AND b THEN ? ttl;HS; 6 S::RET 


URH 




DH 

2310 

IF 

G=4 

THEM ? iil;HS; :RETURH 

FV 

2320 

IF 

G±5 

AND oS-*'" THEH GOTO ±004 

FH 

2334 

IF 

G=5 

4HP C Then GOSUB ±820;? ttl 


;HS:cS: 

;RETURH 

PW 

2344 

IF 

G=5 

AHB D AHb H THEH ? HljCHRS 


(271; 

CHffS(7Bl;" "309]t‘ ":AS: 


: RETURN 



HB 

±354 

IF 

G=5 

AHb b THEH ? UlpCHnt(271 jC 


HRSC781 

:4Si 

AS;T RETUPR 

at 

2380 

IF 

G=B 

TKCH * ni;uS; :RETURH 

BP 

z37a 

IP 

G=B 

AHb PS=*'" THEH GOTO 2000 

Cb 

±380 

IP 

G =6 

AMD C THEN ? ttl; DS ;CS;:RET 


Ohh 




HQ 

±390 

IF 

G=G 

AMb b AHb H THEN ? ttl;" 


“fPS; 



AS;:RETURN 

AP 

±404 

IF 

G =6 

AHb b THEN ? H1;PS;AS|?RET 


URH 




SZ 

±410 

IF 

G=G 

THEH ? ttl ; PS ;: RETURH 

JH 

±4±B 

IF 

6=7 

AHb 0S="“ THEH GOTO 2410 

HO 

2438 

IF 

G=7 

AHb C THEH GOTO 2000 

pe 

±448 

IF 

G=7 

AHb b AHb H THEH ? ttl;" 




OSj" 

“;BS;:RETURH 

bP 

±45B 

IF 

G=7 

AHb b THEH ? ni:QS;DS;:RET 


URH 




IjH 

246H 

IF 

G=7 

THEN ’ UL 1 at] 1 RETURN 

LF 

247B 

IF 

G=H 

AHD «! = "*■ tHCH GOTO lOlO 

LU 

140B 

TP 

G=d 

AHb C THEH GOSUB 2020:? HI 


jPSjCS? 

t Rtl 

URH 

ST 

Z49B 

IF 

E=a 

AHD b AND H (HEN ? ttl;" 



"1 HS :" 

";dS::retuhh 

EZ 

2SQU 

IF 

7 

II 

LI 

bHU u THFH ? nl : hS ;BS; : RET 


URH 




OR 

2510 

IF 

G = B 

THEH ’ Iti ;RS; :RETUnH 

Jb 

25±0 

IF 

G = 9 

AHU C THEH 2010 

HV 

2530 

IF 

G=10 AHb C THEH GDSUB 2024:? U 


i;n$; 

CS 

; ;RETURH 


CK 2400 REH ■Wildd Br-M' 

UK 7010 Labels (1,901 = "teC; iL In Lt 9K’ /((tc 

((((((([[£(((t£((((£(((C((((^ 7 C([e£( 

((((£((([££(((( ((((£((({((([£(((£'' 

EB 7020 labels( 91,iaei="((f((((C(([£([ETC 
((EE£(£E(<(((t£((((£(((C(((C(((C(E(E(( 
((E(££(EIC(((C£(((£(((C((((C(((C((E" 

CT 7030 LAULLS(101,2701="£(((£((E££(E(<tt 
(((££((( €t((((t((lf(t(£ftEtHlt£((£((( 
([(L((((f(((((C(((C((EC(EEC£IEt<((£(" 
Cbl 7040 LABELS (271,3601 ?■'£< E ( t< ((((((«(( ( 
((((C((((C((EEC(EEC(CE£(((£((([((((((( 
(((4£(((Cf(((f(Hrf(EEftEEt((( £(((€(" 
Okt 7050 LABELS (361,4SD1S" £4 ( E£( ((£((( (T( ( 
((£E£(,(((C(((C((f(C(EEC(E/ 4 

9O0e1rtEtC_AtLJ01f9i;'79UO'7VL-t Oll7eULL»0l>‘ 
UC 706n LABELS (451.5481="**f3( (C( ( (C( ( ECE E 
( ( (crc ( E E£( ( (£4 ( f TJ njJPS OOO 4 J^OJ^l^L/OU 
L4 oUOOlltL 9 (C(((C(((EC(EC(')^ 

ZS 7070 LABELsEa4i, b2b1="£((£((((C(((C((£ 

(7 7£IE£((((£(((££(((C(((C((((C(|4(EC 

EEEC£(((££(((t((((C(((C((IC((EC£EE£(" 
CV 7000 LABELS (631, 72ei="C(((CC(E£CIE((E£ 
(fEet(((Cr(((C((((C((EC(EEC(E£<(C £(.((£ 
((CC((((C((((C((({C((E£(£££((££((£((" 
CZ 7098 LABELS (721j,0*Bl="( (££(( (t( (((( (C( 
(l(CCri(CCEEICC(£££(( ££((£(.((((((((((£ 
(4Cr(((CCt(lfC(EE£((C£((J:£(((C(([C((" 
BV 7166 LABELS(Oil,9B01="(C££(((£((({(((C 
(({C(((ICC(((CC((CC(EC(Et£((CfL(E£(((C 
(££((((<C(((<C((ICC(EC(E£t((fE{((C((" 
RB 7110 LABELS f9ei,9941="( (TC( ( (CCI (Ele^JL 
L^90ee|30 9 7007t TEEI.4l_B(L jeJM4l99U>HOtLHI *1) 

OHUVL HHUOOQ (CC(((C(((C(EECEE ££((££((■' 
TO 7128 LABELS (991,ie641=''E ££(( f C[18^3*04L 
-I BUOOUt L/0UO9U*«^ L 4 7UR7UE L 1 K3il£ ( C ( ( ( C 
((tCf((Cf(((ff(IEff£E£tE££<(f£<(f£((f" 
FJ 7138 LABELS ElB6l,ll7ai='*(£( (It* ( (1( (If 
(iccr((cc((ccc((cc(i(c(E£f(((f(((f(((( 

(£fCt((CC(((CC(([C(((C(((C(((C(E(C((EC 

FK 7144 LABELS£1171,12601="EC(EE£(t(£((Ef 
fIC((([((((((((ICC((CC(lfC((t((ff£((E( 
EC£((f££((f££((£C(((f(((CC((£C(l(C((C( 

PL 7180 LBBELSE1261,13501="(C((CCf((C((£( 
I£CEEE£C(EE££((f£t((CC((C(((CC((Cr((C( 
ECCEEEE£(EEE£f(CCiE((£f(((>C(((f((lC((C( 

Lb 


CL 


CH 


CH 


EB 


IH 


HT 


HE 


Cl 


GU 


B6 


7164 LABELS (1351,14401 ="iECEE££(E£<[E(E 
Cff(((£C(((£C(((C((ICf((CCE[CC[E£((<£[ 
(C((((CC(IICCfEEC(EE c n4.j^ L\ fHOOOOOOVO 

7170 LABELS £1441,15381 ="000»oe«'*70077 

0000700000070007 7700700 00 00 80 000007007 

71B0 LADElSdSSl,16201 ="00000000007007 


7190 LABELS (1611,17101 =“'0070O07OOOOOO7 
004777 07 777■ 7 7779777777 07 77 7 0 7 70077007 
0077777777700777777 0 770000700770077 0 07 

17 

72 Un LABELS (1711,16001="00000000007007 
70777 0 007 7 O 0o700O74 iC K70O7 7 7007 7007 707 
7218 LABELS(1681,189 01 ="07000007777707 
00707000700000 007 7 0 0 07 O J 
7220 LABELS (1691,19801 =■ 
00770007700070007000070007000070007007 
723B L ABELS E E 98 1 J 70701 


2240 LABELS (2021,21601="*i 

07770007 70007 7 0 00 7 7 0 0 0 700> 
77770777777770077707777 077 774 


7750 LABELS(2151,2ZA51 ="00700000tL» 070 

oooooooooo^EtG.^e^ It tS k" 

7260 HETUHH • 
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RETAILERS 


Th^ ki]]i.>’A'irip Im th(r 

hrt[ nI our know kJg.i ;h Huppon 
■•Vrart fi-hii: i>r ST, 


A.S Si bUX 

I 1(1, l‘Lll(«.|H)f1 Ruud 
(.TilU il 

TKl^f 

■|'l 1. (V27ft:]4nK 

siLirox rtiKiRB 
T. Ancifua Srr«l 
iLJnihurgh 
SiL''^1£la^d 

rpl. O^l 5^T4!i4(i 

~l lijitt .S:r<fr 
UrL^hk'Ki 

Sutir.K HNI II3Q 
Tfl 11371 72at4l] 

H]-r] Ui'HSTHKN LTD. 

%3, j'amhr'jiin R^'lad 

ScVh-piTE 
Ovi'111,1 

Te], ueiiHi27flO 

TRJOSIC 

l-l4,. SiaiiOn RL>id 

Harrtwf 

T^l.tn BfrI LXD(j 
COMPU J iiR Ul’ClRI.n 

3ll, BrEiad IjCrccE 
Rirmirifcham 
WI^IAV 
Tcl 152] 

OL'F.RKSEV COMPLllTiJiS LTD. 

11, LLiminErcLal Arcade- 

S[. Pelicr Pcirl 

r>i>fmst-y 

rhannf] hl+tldi 

I'e], (Ha I 37krk^ 

JtNNINGS JiTnPFS 
?44 - 34a, E lE'rEfcird RrNkd 
Enlicild 

TeE. Ol HM 17-67 

IJVEXGSTON CTIMPUTFB 

CENTRt 

IT, The Mill 

Tj-ais^hi-ll ShwppiivE Ontce 
I .ivinitTriei 
Wen IjnEhian 
Tel VH)7tt 

COML'UT 1=R CrXTRE 
174, Hl(h StnzEt 
HDiTichurcli 

12EM7K 

Tel (M024 TS&J 1 
OAM.esWORKS] [or 

Ur»il 17, ^t'Esl CLiijrt, 

RsrmLllAhvri Shupping C'cniie 
Rinriir»lJl*n:l 2i 
Tel 021 (il2 4BfM 

YORK LTIMPUTTR CENTRE 

7, SiuPcbiEe ATLide 

Vwk 

Tel ovi.Hfriise2 

RADFORD H]-K] LTD. 

S3, OloucetrLT R™d 

RriitEial 

Av(in 

Tel. 0372 42K247 

MIOHOHVTE 
7], SejM-iew Ri'iti] 

Liunrd. 

WdllUKEV 

lAlLmrviide L-iS JQW 

TeE. 051 *10 b051 
PEATS RI.liCTRnNTrS 

25, KarnirlL Street 
DuMen L 
IrOiind 

Tel. OWI 7406ft2 


CHthS 

5L Ribjhy Ruad 

Wr^EEhing 

Suewx ISN IJ SXH 

LADHHDKEl CIOSiRLTIXC LTD 

1.1, OntiSikiTk K<klJ 
PreilwP 

t.sinei PK] 2gR 
Tel 0773 3 H74 

SOFTWARL EXRRi'SS 
51-f - 5ie, Alum Rock R[>hl 

Aliim Reitk 

UinltLitiflHm Ua 
Tel. Ml >2S 15B5 

P.F MURPHY Sc SONS LTD. 

Clrciu [ .atief 

OTLlgliedlB 

Cei Liwlh 

Ireland 

Tel U4I 173it2 

SELECT A V]DE-0 
-I, HcImoEii Road 

Holtiei 

[.ancs. ULI, 7AF 
■]>l. D2tl4 52304 

[N'I'OTO 

I, HealhctME SrEwer 

Hoe-klEy 

Nertts. NO] 1A|- 
TeI. ik5riD3 4]W37 

OKUEM 

23, Hlrtn AtluJ.' 

Reklldfi 

Eteris ROl IDN 
Tel. 07 H J7476H 

ONE S TEP HEYOKD ].TD 
] It, Cdralle Meidou. 

N’nrwK'h 
KRI too 
Tel. 

trAMEs workshop 

?5, Tlie .Monr 

ShEfdeld 

Te 3. ff74,2 750114 

MIKES COMPUTER STORE 

292, London Rond 

W'Ext^liff-op.'Set 

Euei liSO TJJ 

TeI. 0702 112554. 

■GAMES WORKSHOP 
I ti2, Mtt-iden W'a-y 

AiTidBle Centre 
ManchcKEH- 

Tei.oei a.l2WWl 

GAMES WOKKSHOP 
■lit, Rrinsd-ivaJk 
BrnidriMFsli CrtlCET 
Kotting haen 
Tel. 0M12 5415744 

MIC45,0-TR0NICS 
27b, Mtrkei Sifcei 
TBiTiwflrili 
Sttff^ 

Te].fl«2711+lKl 

PEES 

L94 High SiTEet 
ScunthLiEpe 
Nurlh Humberude 
Teh £1724 857653 

A l'ARl WORLD 

15, pEnnell StreeE 
MitlcheaEui 
M4 IDU 

Tel DO] 8S4-4<I41 

RRIGHTON COMPUT ER 

EXCHANGE 

2, Ann Scrtei 

Rrislhien 

ENUGP 

TeI. 027HiMSh5n 


The only criterion for an entry in this column is that the retailer must 
stock PAGE 6. Thai is the only measure we have that a retailer is 
genuinely interested in supporting Atari. Phone us on 07-B5 213928 if 
you wish lo be included. 


BBS 




D£> you run a Bulletin Board which caters mainly for Atari ^-bit 
or ST? For an entry in this feature please send us details as follovi^s 
ONLY on a plain sheet of paper headed RESOURCE FILE - BBS. 

Namt: HILL'S BBS 
Number! 012 345 9292 
Hours: 24 hours 
Baud Rate: 300 

Features: ST only (5 words max!) 

Any background information included will bL' filed for reference 
but not published. 


USER GROUPS 


► 


Do you M^ant others to know about your group? Send the 
following details ONLY on a plain sheet of paper headed 

RESOURCE FILE - USER GROUPS. 

Name: UPPER WAPPING AUG 
Contact: Brian Brain 
Wapping Towers 
Eastwood 
LONDON ER2 
Telephone; 001 345 2424 
Members; Local only (5 words max!) 

Thaps all you get! Wc will not publish any other details as meet¬ 
ing times and places lend to change. Appoint someone responsible to 
handle any enquiries received, 


HELPLINE 


► 


Do you have any special experience or kn-owledge that you would 
like to share with others? If you don^ mind netting aside a few^ hours 
to answer (he phone you could other Atari owners solve their 
problems. We suggest that you set aside certain times during which 
you are willing to receive calls otherwise you may well be w^oken up in 
the middle of the night! Please restrict your help to one specialist 
subject and note that we will only accept one or two entries for each 
subject. Please supply the following details on a sheet of paper headed 
RESULRCE FILE - HELPLINE, 

Name: Harry Clever 
Telephone: 001 262 25252 
Subject: ATARI BASIC programming 
Hours: Mondays 7,30 p,rn to ID p.m. only 

Be warned - you may still get the odd idiot phone at 6,30 a.m. on 
Sunday morning but you will certainly make more friends than 
enemies. Please do not put your name forward unless you ar-e patients 
understanding and really do know your stuff. We will emphasise in 
the column that readers should only phone at the times indicated so if 
you do get calls outside that tlmCj feel free to tell them to go away! 


IT’S UP TO YOU! 


If you feel that your organisation should have an entry in this 
feature, wTite to us. Whilst we d-o have details of many User Groups 
and Bulletin Hiiards we have not included these as we do not know if 
the details are correct. 


PA<tE 6 reserves the rigtii to delete any enny from this fcBture for any rcasan. 
Inclusion does noT imply any endorsement by PAGE 6 and PAGE 6 can accept 
no rcspcinsibiliry for the accuracy or CCunplelcness of an entry. Plca-sc tell US if 
you. find apy cjirty OUT of date. 
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FIRST STEPS.... FIRST STEPS.... FIRST I 


GETTING TO GRIPS 

WITH GRAPHICS Mark Hutchinson’s regular 

column for beginners 


For this issue 1 thought that I would IcMik at graphics. I 
have been putting this off for some tiraCj not because it is hard 
to write about,, but because it would take up far more room 
than I am allowed by the Editor. I will tel! you alxiui the basic 
modes but I may not go into as much detail as you would like. 
Graphic modes are divided into two types, text and 
graphics. The basic screens range from the three text modes 
of GRAPHICS Oi I and 2 and from the low resolution 
(chunky graphics) of GRAPHICS 3 to the high resolution 
screen of GRAPHICS S, Believe it or not, all these screens 
are the same. They are made up of tiny dots (pixels) and are 
320 pixels wide by 192 pixels high. The only difference is 
how the computer handles the screen. For instance» 
GR.APHICS 0 uses characters that are H by ft pixels square. 
Thus 320 divided by ft gives 40 characters per line and 192 
divided by ft gives 24 lines. You can work out mode I (16 by 
ft) and mtxle 2 (16 by 16). 

THE TEXT MODES 

GRAPHICS 0 

This, though you may not think it, is a specialised screen. 
It IS designed for the input of command lines and whil display 
the full character set. The default colour of blue is not manda¬ 
tory. It can be changed, along with the border colour, but the 
characters will only take a lighter or darker shade of the 
screen colour. You can make characters invisible by setting 
their colour to that of the background. The characters can be 
placed anywhere on the screen by using the editing char¬ 
acters, These characters, e.g. TAB, ARROWS, INSERT, 
can only be utilised in mode 0. I have included a small 
program (Listing 1) to illustrate their uses. 

GRAPHICS 1 & 2, 

These differ from mode 0, not only by the fact that the 
characters arc bigger, but that they have a text window (the 
four lines at the bottom of the screen) which is actually mode 
0. The main part is termed the text screen. The normal 
PRINT command will place characters in the window, but 
you will needs to use a special device specifier to print to the 
screen. This is done with PRINT #6;. There are four types of 
printable characters, normal lower and upper case and 
inverted lower and upper case but in these two modes upper 
case only appears on screen and the type of characiet defines 
the colour of that character. Listing 2 should demonstrate this 
clearly and show you how to change the colours of the text. 

Now ItHik closely at Listing 3. You will see that the 
original screen is GRAPHICS 1 with a text window but, for 
the next example, I needed to extend the screen by getting rid 
of the text Vl.dndow^ To do this 1 set up a GRAPHICS 1 + 16, 


but to keep the text 1 added 32 (making a total of 46). Using a 
GRAPHICS 49 command I was able to get rid of the window 
and keep my text. For some reason this is very seldom. If ever, 
used. 

POKING AROUND. 

In bisth modes, the cursor can be made to disappear by a 
simple POKE (POKE 752, 1). Other POKEs of interest are 
82 and ft3 which set the left and right hand margms respec¬ 
tively. The text screen can be extended by adding 16 to the 
graphic mode, eg GRAPHICS 1 + 16 or GRAPHICS 17, 
again shown in the listings. 

Probably by now you will know^ that if you leave the 
computer for several minutes whthoui using the keyboard the 
screen colours will begin to change. This is done auto¬ 
matically to stop an image being burnt into the phosphor on 
the screen. This can be a nuisance when you use joysticks 
only, but it can be stopped by POKE 77,0 during the running 
of your program. 

The twH> text modes can be used for graphics by redefin¬ 
ing the character set. "This is done by making up your own 
data and storing it in a safe area of RAM then telling the 
computer where to look for this data each time a key is 
pressed. Normally kicatlon 756 holds a number which, when 
multiplied by 256 will point to the start of the character data 
Just pick a part of RAM evenly divisible by 256 then POKE 
765, RAM 256. Just to see this in action, POKE 765 with any 
random number and list one of the programs. The garbage 
you will see is because of any random bits of data stored in the 
location you picked. 

Next issue I will have a quick k>ok at the graphic mode 3- 
7, nothing spectacular, just the basics. 

A USEFUL TIP 

Before I go, 1 must pass on a good tip from Lcn I.awson. 
if you need only DOS.SYS on a disk (whem you wush to only 
bool up, not use the DUP SYS) you can use the following 
wfithout going into DOS to use option H, 

OPEN #1,8, n,^ D:DOS.SYS":CLOSE #1 

IN CLOSING 

Recently, I have been receiving several letters asking 
questions about Atari computing. I can only reply to those 
that have enclosed a SAE, otherwise the answer will appear in 
this column ... sometime! So, if you are in a hurry for an 
answer. Write to me, as always, at P.O.BOX 123, BELFAST, 
BTIOOTB, 

I hope lo be going to the next ATARI show^ in April, 
mainly wandering around the exhibition stands, so perhaps I 
will meet you there (large hint, Stan!), 
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PERCUSSION MASTER 


Listing 1 


JY 30? RCM IHHt ufi wode vi Th no cursor 

And n« window. 

HH lie KRAPriics lipaicE 752,1 
FS X2fl 7 He;" ALL 0F THE IFWT J5TH CAPIT 
ALs. cDLiieR?caH BE chahceb Ii5iiid“:p05i 
TlDll 2,*;? ne; “CAPITALS" 

OT Tie POSITION !,&!? HB 1 owor" ; POSIT ION 
2,5! 7 a* i i POSIT low 

Z,ie:7 M6 : " riA'J H.17IJJ - 

LI IIS FOP T=1 TO SS«O^HE^T T 
TL 141 REM mm CAt rid of th# window by 
DM 342 REM 4Hfw veins GRAPHICS 1 + lb. 

HW 343 REM mm htoep the oriylnal iext by 
GA 144 REM adding IZj iP, l+lb432=4T 

CG 345 GRAPHICS 4? 

HH ise POSITION Zjlb;7 nb;“THE SCREEN CAN 
0E EKTENDE0 BY PErNtOlHCrHE HlHPOH. TH 
IS IS DONE"; 

RF 1S5 7 Qb;" OY ADOIHG lb TOTHE GRAPHICS 
MODE. EG.IN THIS CASE 1+lSDR GRAPHIC 
S 17";FOR T:;l TO bSaOjNEKT Tl? 

UF 36B ? ttb;" THE DEFAULT COLOURSAP THE T 
EKT CAN BE CHANGED BY USING TNESETCDL 
OR STATEHEHt OR BY USING POKE." 

DA 370 POSITION 0,Sf? Itb; "CAPIT ALS PONE 

700 " SPOSITION «,ill7 Bb! * ^TTBI M^TiB 
PORE 7*S " 

LB 300 POSITION 4,lit? ttbl"lower POK 

E 7ie "iPasiTiDN 0^15:7 Ubi' firB IITP: 
POKE ^11 " 

UK 3SO FDR T=t TO OBOOlHEKT TiPOSITION B, 
23IT »bl" HOU FOR graphics 2":FDR T=l 
TO ZSaa:HEKT T 

SC 37S REM NNN Hew screen, so yet rid of 
cursor again! 

HZ 4ee GRAPHICS ZlPORE 7S2«1 

UN 410 ? ttb^' graphics z^tPOSiTioH o, 

bi? nbj'" EVERYTHING IS THE SAK AS FQ 
hl itJ^HJM o, BUT THIOE AS BIG." 

HE 42« FOP T=:L TO lOOOlHEKT T! POKE 704,25 
51? *■ HJtiaaa rgtnj^ 03 

EA 410 IF PEEK{ 7b4a "255 THEN 410 
PS 43? REM »«» iThbJd Edit Characters will 
nut work in nodes 1 & 2. 

SM 440 7 ab;“KT44ALL (3333*' 


Listing 3 


OB IIS OCR HHWtt scrttn and supprdii 

the cursor. 

CH 111 CAAPHICS »;PO«E 7S2,1 

HR 134 4 ERdPHiC a hd* 9 rolour*.i k«r 

dor Hdu Ean c!>dnfld tufini SETCOLSH 4rC 
.3 or bvPaici 7i2,ii»,«nd "j 
DB 144 ? '"aifo 1 coloured screentSCTCOLOR 
2,C,1 or PDkC 7La,HJ , HhdPd 444C:;i;DlD 
ur, I=int«nsi ly , end h = di» 2 S 6 «i 
41 14? lEH -H-tM ?eT IvcBClnii fair 'Lact lav 
mssed' f7o4» 10 2ero. 

¥i ISO ropTC PaiirroH a,ax3T ' iJiTNl 

e QiQ cisa EE/ i44!iairim ' 

rw IS? nn Halt Far heu ta be preEied 

e4 too IF PEEKC7041THEH 144 
OH 170 7 ''44 yau Have noticed, the 

PR lie >pacR on the left hand side. Th 
li i>''j 

OH IBB 7 "4 Heroin. It is controlled by 1 
ocationOl. SiHiiarly, t*i* rioht hand m 
ergin is central led bw incatlon 03.” 
PI Itl 7 ”4lsw Ih4i] laak 4 t theBR iDca^f 
ons Hhdh you ere reedy."' 

SZ ZO O P O KE 7B4^ IBB rPOSITlUB B.TItrT 
B SED ilg nmmarrtrw 
TO ?]« IF eCEK<74ill =Z4B thCH 110 
UF 231 T "4“:PDRC 714,10akPORC ZlZ.lTOtPO 
KE 707,4 k? ''4litR c >n chen-ge the left n 

ariln bu.far eaeir]*. pore b£,4 .” 
ri 114 rORC 11,4:? "'fi thit will nean the 
t 111 printing will start on the for 1 
eft. He could Pole 12,lo end"] 

PI 144 * " change the right hand ivaraio w 
ithPOhC 43,90":POKE BZ,10tPORE e3,30]T 
■■l*++HOw the pPiAling win start and"] 
RP ISO ? " end et aiF-ferent Placet to th 
e arloionalB,wH■ch wereSl,! and 43,3?. 


Listing 2 


IBS 7 II uy ihall now look atthe rest o 
f the TEKT HOdes eith listing 3," 


2 BIT SYSTEMS: MUSIC PRODUCTS FOR tHE 48K ATARI 


Replay IS a complete Bound sampling 
mal alloos yciu to produce real 
apeeChJ’mxi^iC on ony ATAAI 

Feelurei: 

' Sirriplp r{iin :$rlcc!ible Irani BKhz to 
21 Khz 

'' Sample playback Ihrpugh TV^'Moni^r 
' Allows samples la be used in youc own 
Sasib programs 

' Supplied Mi carir'idge, no user memory 
lost 

■ Records tfom Hl-f I or e^lQ^nal reborder 
' hie'4 0 Ftepiay program wiiO bigger 
bptICM) 

Also included in ine PE PLAY PACKAGE 


A full fealure MiDl mtePocelar yuur AtARt, 
allows you to laks toll control of BynthB elc. 


A hrgh quali-ly prOleitSipnal drumkil for tbp 
ATARI: 


A digital drum majchiae/Eample Bsqi/enoer 
Ihel requires rve e^fra hardware 


Feeturee: 

■ MIDI infput cattles 1or easy ccmnaction 

' 3 Track Peel time srduenper wjih lempo 
correclion 

■ CeiiD CZ series voice editor (allows you (o 
edit Slid Blare voices an DisktTape] 

■ Yamaha 0K10&f?i senes voice editor 

' Music player pra^rarti (allows you to play 
Miusic composer or AUS2 bles. yJB MiOlt 
’ Now iiibludas OKT voice editor, 

' CZ menu and spill program 


FtBlurea: 

" External Di'A and Inter to ensure tii^h 
tfualily sourid. which plugs into joyalicfc 
ports 1 & 2. 

■ S Sampled drum sourids 
" Polyphonic Phythm editor uemg pull down 
mOnuS and window; 

^ CapatHlily lo load new drum sounds Irom 
Disk 

* Includes enhanced yersKin dl PEPlAY 
software, allowiin^ REPLAY owners to 
sample sounds with a far greater resolution 
' Includes drgiLal echo prograns lor use with 
Ihe REPlAV carlridge 


Featutwfti 

' 9 sampled drum sounds 

' Stop time pa Hern eniry 

' Capability to load Replay samples mlo aivy 

bl Ihe 9 sample posiHons 

' KITS can be loaded pr Sfvtd to dr$k dr 

cassene 

' 2 Channel polyphonic (any two drumsl 
' IW Bong entries I'wilh i;ompleK loop>ng| 

' 32 Pelterne i|4-12 Beats,'Be rj 

PRIDES 

DISK tB.95 

TAPE £3 95 


NB We will he: prpducirig other upice editors 
lor diHereiit synths, so 11 you own a diltereni 
Synih. get m touch 


Dlgldrurnc Digital drum sequencer |no 
hardware required), allows you to cr«alO 
your own Drum rhylhms using B sampled 
drum sounds. 

Diglaynth; Simple sample sequencer (no 
hardware required^ allows you to play luiifs 
using sampled sounds (ddg barks, guilars 
voices etc j. 

Bchio: A real lime Echp pro^rani to create 
special eflects. Delay variable between 2mS 
1b 1 sec 

PRlCCS. 

REPLAV System fcerlfidge. sotlware. Dign 
drum and Digisyeth) Only E3i9 95. 


3 Channel polyphonio 
100 Song enlries- 
Aud lO oulput via hl-li 


FUTURE RELEASES 

Tp enhance midi master ip include a 16 
1rach polyphonic sequencer. 


PRICE 

PEBCuSBION master hardware £ aoU' 
ware £29.95 


PRICBb 

MIDI MASTER i^mlerlace QABLi plu» soil' 
ware) only 96. 


ORDER FORM 


Name 


PIbos^- sorto me' 


Address 


Replay SyElem|s.| on DishyTapg'" 
□■gidrum II on OiskfTapo' 

Midi Meater tnlertace(s) on DiakfTape' 
PercuBSibh Master Eyslemlst Disk ONLY 


enclose a ChequeinPosiaJ Order' 

qr £ (Payable Id 2 Bit Syslemsi 

Daiele as applicable 


Send to. 2 mt Syatvina, 44 HotCMVi Raad, 
DomlaOle, Hwla. LUS 4Efi. 



















SPEEDSCRIPT 3.0 
Compute! Books 
£9.95 

Reviewed by Eddie Cross 


If you want an easy lo use Word Processor without the 
complicaliOTIS of reading through large instructional manuals, 
but still expect the flexibility given by true commercial pack¬ 
ages then Speedscript could be just what you are looking for. 

The unusual aspect of Speedscript is that it comes in the 
form of a book with the actual program having to be typed in^ 
At first sight this may well seem a daunting task as you dis¬ 
cover that over half of the publication is dedicated to the 
machine code listing, but on the plus side there are tw^o pro¬ 
ofreader programs that ensure you type cvcry'thing in cor¬ 
rectly, I am definitely not the worlds fastest typist but it only 
took two evenings to get the program up and running and my 
decision on seeing the final result was that it was well worth 
the trouble. 

The first thing that you notice is the clarity of text. 
Speedscripi incorporates a little used Atari mode that allows 
more definable and readable characters^ which certainly helps 
on the eyes after a long spell at the keyboard. All the usual 
features that you would expect from a Word Proceaiior arc 
incorporated, including Screen Editing, Erasing, Waste- 
bucket, Search and Replace, Saving, Loading, Disk Menu, 
Usable Memory, Screen Colour, Screen Overscanning, Word 
Wrapping, Merge, Disk Commands, Printer, Screen Display, 
Print Formatting etc. There are even four predefined print- 
keys including CHRSC^T) to make usage of the program more 
self-contained. In fact you can predefine any key you want for 
your own personalised sprinter codes. Most of the features arc 
accessed with use of CTRL/SHIFT/OPTION/SEI.KCT 
keys and are all w^ell documented in the book. 

The program includes a mini-dos which allows you to 
inspect what files you have stored without leaving the main 
program. This facility allows you to load, save, rename, lock, 
unlock, delete, update directory and format disk and then by 
pressing RETURN you are back to where you left off. 

Amongst the other features that 1 liked was the fact that 
when you erased a passage of text it was not lost automatically 
but stored in the ^TEXT BUFFER’ which could be restored 
at a later dale if you found out that you had erased by error. 
Therefore it was very easy to swap parts of the text around 
without losing any of it when tidying up your letter or docu¬ 
ment in this mcjde. 

All normal formatting commands are adhered to like 
changing margins, page lengths, margin release, centering, 
indentation etc. including also an INFORMATION com¬ 
mand, that works like REM in BASIC. Although written in 
your text it does not print out, and is very handy when you 
want to make some note about the file. 

The program is so devised that you can enter your own 
printer codes and save them, so that you don^t have to enter 
them every time you go to use Speedscript. This makes the 
program compatible with almost every printer. 

If you are a cassette based user and are a little bit fed up 
with all the *disk only" Word Prticessing software then have 
no fear as Speedscripi works equally as well in this media, 
allowing you to save all your files to tape. 

AH in all Speedscript is a brilliant Word Processing 
package and is a joy to use. So if you can't afford the more 
expensive software on the market, then you will not go far 
wrong by purchasing SPEEDSCRIPT 3.0!J. * 


. BOULDERDA5H 
^ CONSTRUCTION KIT 
^ LEADER BOARD 
^ TRIVIAL PURSUIT 
if SPITFIRE 40 


Many other titles available 

HARDWARE/PERIPHERALS/ 
JOYSTICKS AVAILABLE 
NEW TITLES AVAILABLE 
IMMEDIATELY UPON RELEASE 


TELEPHONE 

(0625)25228 


Orders aver CS.OO include |>amla'ge otherwise please add 50p 


Send cheques/PO/Access number to±- 

SUNARO SOFTWARE {P6) 
PO BOX 78, MACCLESFIELD. 
CHESHIRE, SK10 3PF 
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SMI24 MONO MONITOR: For sale, 
NEW and in bc\ (unwarned gift). Only 
jCW 0 n o. (RRP £149). Also HELP 
WANTED! Mercenary is a cunning game 
bui ihe Second City is even more cunning. 
1 need help! Can also provide help on both. 
Please phone or write to AB. Sofrvifare Inc., 
30, Scylla Rewd, Pcckham Rye, London^ 
SE15 3NY. Tel, 01 039 8657 at w^eekends 
or after 6 p.m. and ask for Andrews 

FOR SALE: 800XL £35. 1027 £80. J029 
£75. 1020 £45. Dust Covers £1.50 each. 
Touch Tablet £17, Quick Shot II £3, 
BASIC XL £30 BASIC XL Toolkit £10. 
DOS XL £12, LOGO £20 P[LOT £10. 
Assem Editor £7,50. Atari Writer £5, Syn- 
fi]e+ £25. B Graph £14 Paint £5. SAMS 
Reference Guide £8, Machine Language 
ft>r Beginners £5. Micro Enquirer XL 
£2.50. Analog No’s 22, 26, 36, 37, 40 and 
41 50p each. PAGE 6 No’s 20 - 25 30p 
each. ^ Atari User (all) 20p each. Prices 
negotiable Or will sell the 3ot for £399. 
Phone Alva GranneJil on Norwich 31122^ 
office hours please. 

410 RECORDER FOR SALE: Still 
boxed. No mains lead but still lias 
computer recorder lead. Can use a Grand¬ 
stand games plug. Offen to Marc Jones, 5, 
Dovesmead Road, Hcswall, Wirral, Mer¬ 
seyside, L60 IXL 

PENPALS WANTED: Any age, any 
country. 1 have an XCll recorder and 1050 
disk drive. 1 also have a Touch Tablet and 
would like to swap piaures. I would also 
like to swap hints and tips on games. Con^ 
tact Marc Jones, 5, Dovesmead Road, Hes- 
walt, Wirral, Mersey side, L60 IXL 


MERSEYSIDE CONTACT: I would 
like to contact Atari owners living in and 
around .Merseyside. I am hoping to get a 
520ST soon but people with any Atari 
computers are welcome to get in touch, I 
have an BOOXL and 1050 disk drive. Ian 
Hindley, 55, Poplar Grove, Prescot, Mcr- 
seyside, L35 5AY. Tel, 051 426 1475 

PEN PAL WANTED: 1 have an 800XL 
with a 1010 cassette and if any Atari 
enthusiast would like a pen pa] 1 will 
answer all leiiers. Please write to Vic 
Terry, 116, Dunlop Point, West Silver- 
town, London, E16 2AJ 

ST PHONE HOME: The viewdata 
bulletin board with the added Ingredient 
(FUNf) now has a section for ST enthusi¬ 
asts. Details can be found on frames 
*l632lil and *ST# , Log on and Jet us know 
youTe there by leaving a message on the 
babble board, V23 (1200/75) 24 hours, 
01 883 8894 

FULL ATARI PACKAGE FOR SALE: 

BOO computer 32k, 810 disk driven 410 cas¬ 
sette recorder and 2 Fointmaster joysiicks. 
All fully boxed with manuals and guides- 
10 disks of software and 9 tapes, PAGE 6 
Issues I - 13 complete, De Re Atari, Your 
Atari Computer, five other books and 
various magazines. Will deliver if required 
in North of England nr Midlands. Will sell 
complete to first offer over £150. Tele¬ 
phone R.W. Mattock on Chorlcy, Lancs 
02572 68612 

BOOKS FOR SALE: The Visicalc Book, 
Computers First Book of Atari, Ccrni- 
pu[el,s Second Book of Atari, Machine 
Language for Beginners - all at £5 each. 
Computer Gamesmanship, LOGO Ptro- 
gramming at £3 each, Tel. John Dimmer 
on 0980 22991 


PRINTER FOR SALE; Alphacom 80 
column chermal printer with Atari inter¬ 
face, spare paper and manuals. £50 plus 
postage. Tel, D Healy on 0272 7H779 

MAGAZINES FOR SALE: Analog 17, 
18, 22, 24, 29 - 4l and 43 £1.50 each, Also 
Atari Assembler Editor £12. M. Heskeih- 
Tel. 0706 351066 

FOR SALE: Atari Assembler Editor Car¬ 
tridge (no manual) £8. Atari Basic Mjtnual 
(as supplied with 400/800, a boon to XL 
owmers) £5- Two copies of the Atari 
Assembler manual £6 each. Postage £1 
extra. T.C. Mayers, 241, Avenue Road 
Extension, Leicester, LE2 3ER, Tel, Lcic. 
707206 

FOR SALE: 1029 printer, dust cover. 
Atari writer, printer utilities, spare ribbon 
and two types of paper. £95 o.n.o. Atari 
850 interface, dust cover and comma soft¬ 
ware £75 o.n.o. De Re Atari, Technical 
Reference Notes £l0 each. Tel. 0270 
766462 and ask for Garry 

ATARI EAGLE NEWSLETTER: Pub¬ 
lished by a small group in the North West 
covering both ST and 8-bit. Published bi¬ 
monthly at only 40p available from Atari 
Hagle, 37, Northwood Road, Prenton, 
Wirral, L43 QSR or from Microbyne, 71, 
Sea view Road, Liscatd, Wallasey 

PEN PALS WORLDWIDE; Seeking pen 
pals all over the world concerning Atari Si¬ 
bil. Please write to George van den Eijkel;, 
Dicmerkade 13, 1111 AB Diemen, Holland 

MODEM FOR SALE: WS2000 modem 
with Multi-Vicwicrni and Datatari inter¬ 
face. All you need to get started for £60, 
Call Steve on 01 851 5942 

FOR SALE: 1020 printer, plotter in excel¬ 
lent condition £50. WANTED in good 
condition. PAGE 6 issues 1 - 6 and 
Monitor issues I -3. Contact Adrian Bar¬ 
ton. Welwyn Garden City 330393 

PRINTER FOR SALE; 1027 printer in 
first class condition including spare ribbon 
and cover. £85. Phone Marlow, Bucks 
(06284) 4B24 

MERSEYSIDE CONTACT: 1 would 
like TO contact Atari owners in the Mersey¬ 
side area. [ have a 1040ST, an 800, a 
130XE, printer and am shortly getting a 
laser printer. [ would like to swap hints and 
tips on games and programming. Roy 
Lynch, 24, Oakdene Road, Anfield, Liver- 
p<Xtl) Merseyside, 1.4 2SR 

MAGS A BOOKS FOR SALE: 85 

assorted back issues of Analog and Antic 
magazines. Compute!'s Isi, 2nd Book of 
Atari and Atari Graphics book. Will 
separate. Ring J. Bradbury on JShetficld 
461430 (evenings) 

FOR SALE; 1027 printer, unused and still 
in box. Offers around £85. Contact Phil 
Arthur on Rickmans worth (0923) 770607, 
evenings or weekends. 


CONTACT really does work! If you 
need help or want to get in toueh 
send your notice to PAGE 6 on a 
seperate sheet of paper headed 
CONTACT. We will accept any 
notices from private individuals 
except those offering software or 
capyiDg utilities for sale or 
exchange^ There Is no charge. 


MEGA CLEARANCE: New KOOXL, 
6CX>XI. with 64k, 1029 printer, new ink 
cartridge and Atari Writer, 1050 drive with 
U,S. ^Oub]eri^ protect switch and 7 DOS's. 
MAC 65 can ridge. .MMG Basic Qirnpilcr. 
Mapping the Atari (Old new). Tech. Ref. 
Manual. Isr Jk 2rtd biKiks of M.L. with 
LADS assembler and source code 2nd and 
3rd Bwks of Atari, 2nd Book of Graphics, 
Computer Animation Primer, Atari 
Graphics and Arcade Game Design 
Assem, Language for Atari, 6502 Ref. 
Guide. Antic, Analog, PAGE 6, .Monitor, 
Atari User (too many to list). For more info 
and bargain prices call Vi jay on 01 570 
3537, evenings, or write to V. Sisudiya, 6, 
Nicholes Road, Hounslow, .Middx. TW3 
3QH 

NO LIMIT: There is no limit for me in 
corresponding with other Atari owners. 1 
would like to get in touch with usera alt 
over the world. I have 800XL, 130XE, 
1050 drive and 1029 printer. Please write to 
Marco D^A lessandro, Verena Conzeit- 
Strassc 20, CH-8804, Zurich, Sw^tfterland. 

FOR SALE: 1027 printer and Atari- 
Writer. Almost utiu$ied. £75 o.n.o. Phone 
Jeff Ol 500 0555 

PEN PALS WANTED: I would tike to 
:iwap ideas with people all around the 
world about hardware attd software. 1 have 
a 256k 800XL, 1050, 850 and TXP-HIOO 
printer* Please write to Michel van 
Deventer, Postbus 214, 2350 AE Lcidcr- 
drop, Holland 

WANTED: ANY Atari mags, books, soft 
hardware working or not- Offer GB-Euro- 
USA Truck, M Cycle, Photo mags, books, 
iiems, C.B. etc. D.C. Shephard, 98, 
Western Road, Brentwood, Essex, CM 14 
4SS 

■f 

EXCHANGE: Will swap Atari 1027 
printer and 1029 printer and original copy 

of Elektraglide for Epson GX-80 and con¬ 
necting interface. Offers please to Paul or 
Ian Hollins at 114, Queens Road, Cheadle 
Hulme, Cheadle, Cheshire, SK8 5HS or 
phone 061 4851126 and ask to speak to Paul i 
or Ian. 

ST AND XL PEN PALS WANTED: I 

have many friends around the world and 
am looking for more to swap hints and tips 
with. All letters will be answered. Please 
write to Martin Brad well, 157, Crosby 
Road, Grimsby, South Humberside, 
DN33 ILY 

FOR SALE: 800XL, still boxed, 
Complete. Brand new but checked. £70 
o.n.o. or will swap for 850 interface or 1027 
or 1029 printer. Cash either way to 
balance. T. Naish, 2, Polmear Road, Par, 
Cornwall, PL24 2AN. Tel, 072661 2069 
(evenings; 

PEN PALS WANTED: From Ireland or 
all over the world. I own an SOOXL and 
lOlO recorder. I would like to swap tips cm 
games and programming. I am Unking 
forward to hearing from you. Please write 
to Manus O^Rcilly, Sky Farm, Oldcasilc, 
Co. Meath, Ireland 

HELP PLEASE; I have a problem that 
only a U,S. Doubler can solve. To anyone 
that call help I will supply a beautiful 
double density binary menu. Please write 
to Keith Goodwin, 2, Somerset Street, 
Taibach, Port Talbot, W. Glam, SA13 
lUA 
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BACK 

ISSUES 


PAGE fr back Issues represent an excellent way of iocreas- 
ing the enjoyment of your Atari with articles to enlighten 
yOu> programs to type In and reviews of software to guide 
you. Almost all of the content of past isSuCS wilt be as fresh 
and relevant today as when It appeared - increase your 
enjoyment now^ before It^s too Late! 

ISSUE 13: Last remaining copies to clear at half price. 
Only 60p each (inc^ postage) or just 25p each If ordered 
with other bach issues (UK only). 

ISSUE 19 - The first coverage of the ST but not to be outdonej 
plenty for the 8-bits, A great machine-language Space game 
SECTOR 10,3 super utility^ Magfile, to keep track of your books 
and magaaines plus The Chase. The second part of Our series on 
Display Lists^ htiild your own Speech Synthesiser, a review of 
1985, in-depth Adventure reviews and plenty more. 

ISSUE 20- GRAPHICS SPECIAL. A super special issue with a 
graphics theme. Draw some masterpiece* wiih GRAPHICS 
WORKSHOP and explore your graphics potential with Colour 
Palette, Picloada, Colour Attributes and CIO Slideshow. An in- 
depth review of Printshop and Graphics Art Department, the 
hnal part of Display List^ and the Adventure column. 11 pages 
devoted to the ST plus ^ colour feature ATARI ART and ST 
GALLERY And there^ more! BLOCKBREAKER is one of the 
best games to have been published in any magazine. Don^t miss it! 
[If^SUH 21 - A packed issue with games, TRAIN CRAZY, 
Revenger and Forklift. Utilities Scalcmastcr, Quijk Disassembler 
and Measuring Tempen ture. t^rogramming hints with Doing 
The Impossible, Error 8 Solved and THE GUIDE TO ERROR 
CODES. Reviews of Flight Simulator IL Hitchhiker’s Guide to 
the Galaxy, and the latest Adventures. For the ST a DEGAS to 
NEO converter. Lattice C reviewed and reviews of a whole host of 
software. 

ISSUE 22 - More serious users will enjoy SMARTSHEET, a 
Visicalc like lypc-in spreadsheet, and our review of Paperclip 
whilst gamesters will puzale over Tricky Cubes and try to survive 
Hidden Depths. The Guide to Error Codes is concLuded and 
there arc articles on Fractals, Tape Problems and wme Ics* well 
known Adventures Loads of reviews and some great new rou¬ 
tines for Blockbreaker. ST users will find out how to program 
Sprites and tan read reviews on Time Bandit, Pro-Fonran 77, 
VIP Professional and more. 

ISSUE 23 - Another superb machine language game Water Ski 
Schoi>l will test your reflexes. Wordsearch will challenge those 
who like puzzles and other listings include Supcrclown and the 
utilities Xrcl and V'erify. A huge review of Ultima IV heads a 
Comprehensive review- section and Going Online Part 1 will let 
you know if telecommunications is for you. S'f owners can dis¬ 
cover how to get a bigger screen on their colour monitor and read 
reviews of Zoomracks, Sierra On-Line adveniures and Pro-Pascal 
amongst others. Also, is it worth adding a 5'4” drive to your ST? 
ISSUE 24 ■ The biggest issue ever published! Great ST section 
with info about ST disks and cartridges and loads, of reviews. For 
8-bit users, MUNCHY .MADNESS the best game w^e have ever 
published plus a super cheque book utility .AUTOCHHCK. Plus 
all abniut checking your di*k drive, another game, more utilities, 
reviews of RA.MBIT, .Adventure games and lots more. Too much 
in this issue lo list fully! 

ISSUE 25: .Another biggie! A must for 1029 printer tiwners with 
3 great utilities including a screen dump. A super Japanese Che*S 
game called SIIOGL a type in liEVlSION C BASIC, a full 
feature on disks and more. For ST, type in OTHELI.t), reviews- 
of LEADER BOARD and MEAN 18, Hints and Tips and several 
other reviews and articles. 

All back Issues arc £l.2U each in the LLK., £l-'75 for 
Europe or surface mail elsewhere and £2+67 for Air Mail 
outside Europc+ 

Please make cheques postal orders payable to P+AGE 
6 , Send your order to PAGE 6, P.O+ BOX 54, STAFFORD, 
STlfe IDR, ENGL+AND. 

ACCESS and VISA accepted. Telephone 0785 213928. 


LOTS MORE! 


Subscribers to PAGE h gets lots more special offers. Bonks, an 
meredlhle colkctlnn of Public Di>main tjoftware Ibr 8-bit wnd bT 
machines, exclusive software, binders and more. To find out w-hai 
you are missing ask for a copy of nur P.AGK 6 Ar]<]FBSORY 

SHOP LEAFLET. 


GET THEM 
ON DISK 


All of the most recent issues of PAGE 6 are available 
on disk - including those out of print issues! 

A P+AGE 6 Issue disk contains all of the programs 
(except ST) from a particular issue, ready to run from a 
custom i.Vlenu+ No more frustrating hours typing all those 
long programs^ See just how g(M>d they are without the 
effort. 

ISSUE 14 - Contains COUNTERACTION, SUPPLY BLAS¬ 
TER, CROSSWORD CREATOR DEPTH CHARGE, 
ACCESS III, RAINBOW START, BASIC ANIMATION and 
TYPO 11- 

ISSUE 15 - Contains THE WANDERER, KANGA, TICK 
TOCK, AUTOCAR, THE BOOSTER and PLAYER MIS- 
S1LE (jRAPHlCS 

ISSUE 16 - Crmtain* Bl.ACK BOX, FREEWAY ACE!, 
DRAUGHTS, TURN THE TABLES, AUTOCAR GRAPH 
and CHARACTER PLOTTING programs. 

ISSUE 17 - Contains RENU+M, SHOOTING GALLERY, 
X-Y-ZAP, INLAY^ CARDS, CASTLE MORGUE, 
.M.ATTHEWS LABEL MAKER and several programs on 
ANTIC modes 4 5. 

ISSUE 18 - Contains BERTIE, GRAND PRIX H, BLITZ, 
LISTER, STARS, TYPO 3 and several program* on Display 
Lists. 

ISSUE 19 - Contains SNOWTALL, THE CHASE, .MAG- 
FILE, SECTOR 10, STARKIES UrlLlTlHS plus programs 
for the .Speech SynEhe*i*er and several programs on Display 
Lists. 

ISSUE 20 - Contains BLOCKBREAKER, GRAPHICS 
WORKSHOP, COLOUR PALE PTE, PlCLOADA, COLOUR 
ATTRIBUTES, CIO SLIDE SliOW plus more Display List 
programs and pictures for Graphics Workshop. 

ISSUE 21 - Contains REVENGER, TRAIN CR.AZY, FORK¬ 
LIFT, SCALE+VLASTER, DOING THE IMPOSSIBLE, 
QUICK DISASSEMBLER and MEASURING 
TEMPER.ATURF; 

ISSUE 12 - C^maina SMARTSHEET, TRICKY CUBES {two 
ver*ion*)i HIDDEN DEPTHS and new- versions of BLOCK- 
BREAKER DOUBLE SIDED DISK. 

ISSUE 23 - Contain* utilities XREF and VERIFY! Game* 
SUPER CLOWN and W'+AFER SKI SCHOOL (in machine 
language). The word puzzle game WORDSEARCH as well a* 
COLOUR .MAGIC demos and TW O BONUS program*!! 
ISSUE 24 - Contain* the complex check balancing program 
AUTOCHECK and MUNCHY MADNESS, the best game we 
have ever published!. Plu* another game FLYING HIGH and 
two luperb utilities, SPEED CHECK and MENU. A very full 
disk and not to be missed. 

ISSUE 25 - Contain* the chess program SHOGl, a page flipping 
demo, BOUNClN-t.! HHRT, and three lD29 printer utilities, 
LIST U)29, SCREEN DUMP and S.MALL FONT A must for 
all 1029 owners. 

ISSUE 26- Contain* all of the 8-bit listings from this issiue ready 
to run. 

PAGE 6 Issue disks will run on any S^bH Atari with 4Sk or 
64k EncEnDry+ Euch disk is Just £3.95. Compare that for 
value! 

Postage is J-REE in U.K, Overseas please add £I per order 
(for any number of disks). 

Order yOur disk* from PAGE 6 by post from PAGE 6, 
P^O.BOX 54, STAFFORD. ST16 IDR or by telephone 
using ACCESS or VISA on 0785 21.3928. 


DUST COVERS 


YouNe spent a lot of money **n your equipment, why 
spend more on repairs frcim breakdowns caused by dust, 
dirt and spilt liquids? Dust covers from PAGE 6 arc 
custom made for each piece of equipment and come in 
smart natural PVG with a brown or black trimming as 
appropriate. 

AvallabJc for ALL Atari equipment inoludlng ST* 

Prices from £2*95* Please phone for details or ask for our 
Accessory Shop leaflet. 

PAGE 6 - Telephone 0785 213928 
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AUT0C:HECK 4.0 (issue 24)j Due to an Editoria] 
brainstorm towards, tht; end of last year we printed the wrong 
version of AUTOCHECK 4.0 which contained a bog that 
meant that the screen was not updated properly. Apologies to 
Peter Franey and to all readers who were confused. The 
following lines should be added/subsdtuted to the original 
listing. 

HE 929 IF PEEK C0279) THEN GO^UB Q271G 

OSUB 9Se:Hft=RR-Ql;GO^UB 799BERETURN 
TP 93G IF PEEK£92791THEN P=VRLCAM$CC 
HtHt9-Qe j J ! GOSUH 9H.5 t CH = 99 ^ 99 : G05. 

LIB 950: POP IGOTO Zl02 
HK 950 BAI.-OAL+P:GOTO 967 
RC 955 BOL=BaL-P 
TT 967 IF CH-99.99 THEN CH=QO 
LIT 965 FOR I = CH TO OZOl: IF X=:a201 OR DATE 
^ IO33»I“CH2,0I3*IJ=:'* “ THEM K = l-ll 

l:GOTO 1050 

KO 2230 G05IJe 027:TBAP 22301POBIT ION 031, 
022:? '^AMOUNT ; T PP=1>31: G05LI6 9500:TRA 
P 40000 :P-VALcc9j 

KL 2235 IF P<QB OR P>999999.99 THEM 2230 
6Z 4003 IF DATES£1*033-032,1*0331THE 
H KH=RR;GOT0 4870 

CH 9SiS IE H<>a7S AND NOOO? THEM 9600 

1029 SCREEN DUMP (ISSUE 25): I'hc program as it 
stands prints the screen in inverse (sometimes it doesn’t!) 
and Darren Clarke of Nottingham has sent in the following 
fut' Substitute the following lines for those in the original 
listing- 

LS leioo RESTORE lOllBiFOB P=1 TO 53iREAO 
0YTE:PCIKE I 695 +P, byte : poke 7l2*ByTE:N 
E«T P 

25 lOlie BATA 104,l«4,14i,161*6,104,141,1 
80 

BLI 1012 a DATA 6,104,141,139*6*104,141,188 

RP 1013 a DATA 6,160,193,173^40*129*130*24 
O 

UO 10140 DATA 37,73,255,141,235,52,230,10 
8,5,240 

TG 10150 DATA 21,173*180*8,58,233,40,141 

PO 10160 DATA 180,8,144*4,24,76,179,6 

F¥ 10170 DATA 205,181*6*76,179,6,230,189 

EJ 10100 DATA 6,76*195,6,98 


RAMBIT REVIEW (ISSUE 24): Derryck Croker has 
advised that an upgraded version of the software mentioned 
(version VII) is now available which contains its own 
Operating System making transfer of multi-stage cassettes 
much easier. Only works on XL/XE models though. 

SHOGI (ISSUE 25): Line 14030 got chopped in half 
somehow. The correct line is as follows. 


14030 PRINT 


I |W I □ 

•OaI* 


0 * 0 * 


\ * ♦»v 

I @ » 


Also, in the rush to get issue 25 out before Christmas, a 
couple of the columns in the listings got transposed (my long 
standing paste-up nightmare!). Good job Lt doesn^'t matter 
which order you type the lines in! Apologies for any 
confusion. 



Transparent to all s/w 
- no driver programme necessary 

Connect direct to 600 or 800/XL 
or 130 XE - or to disc drive if fitted 


£59.99 


lnclud«t VAT PAP 


FCC SYSTEMS UM/TED £59.99 

rHtOLn.^fiMi^LRV Includl^A^ETp! 

t.t>L'RT RAK I t^N 

.so.UEHSur 

TAIHTtH’ 

TEL: CREWKERNE (0460) 73445 
PRESTEL MAILBOX 046073442 

DEALBR ENQU/R/ES MOST WELCOME 


WORLD COP 1 »S 6 ( 4 SK) 

Manaij^ Ihr .cciunin' uul miumJ of vour 
chnKr [hrOU^h. ihe Mifium f runK 

Icaium ilKlude- scouts neport^, [caiti ^ 

uon, I'tT.L, tKtW^ ^cLcClilIrtl (whdL do W.C do 
w'llh our vLimETi. stiould wc pLiy b ^ 

huw du wc ddiend against thrir freckiL-ks | 
£ 10 .), hooking sendings OS', ^uspttn^icMio., I 
iniTitie^ subsutules, enlr# Imw (in rhe Imcn;- 
kjDui rounds), pensdiy shotn uiiiSs KLIJ. 
iW I (jI } COMMFN l ARV 
Hid.rjOAi-S! 

(AT, VP, C«4) ET.4fl 
D1>k (AT, ca4) CT.Sa 


LIVERPOOL (4SK) 

ITII'! lootbvil In.uLl^^E^ tor iho AcBn. 
Iniuni^ stuU and stamtn;t kvek. 

icout^ repocTEi. kniurm. leivn unJ tautKJi 
selection, tiill kayw lahJt, uiiuidHenB] raung 
4ndi sw'-'T t'di-'Llicy. 42 E 

^lus .Siil3t4 and liueopeaii Cup. 

Ai 4 ri And BOtM CE4 v€rs.ionB < 
diviiBionB. inc£>ni«. expenditurs. iranBler 
marKet. prcmiction. roioflaHon. UEFA 
and Cup Winners Cops in addition fg rtic 
t:*B¥efle F.ep|yirw 

CASSETTE (AT, &1>, ca^ji C B.Afl 
DISK (ATiGAA] ClDrBS 


P.xU. Corbisllley, Old WaliDcraLcy RoAd. Dur>', BL9 6$A 


6O0XL QMEG dOOXL 

256K MEMORY EXPANSION 


Plugs into A1ao eOOi'WOXL EjipaniiMi Connaclor tio modilitilitina 
required CcHniHota willti 1^K Harfidiak Sotlwafe which > lull 

d^ble denBlI^ disk. 

FULLY GOHPATI0LE WITH 

ATARI tKJ9 1,9 HAUDISK SPARTAbOA HAHDISK 
aYHFILC + USkC KE 

AND ALL OTHEn Ki SPECIALITY PROCflAttS 

CTB ini;l lading pSt. fUmdisk lo^Lwars S.hd dd<lLl^nsntatlO^ Oh d.Gh: 


16KT0 64K UPGRADE 


Any A.ijri 440<'SDO-'SH>:kL .nwreAlly 
ejtpande^ to iE..64K 

ihcludihg return pnalege dl AlSri 


1 Mgg ST EXPANSION 


5MSTtSTM,'STFM flupandad lo 1 Meg 
£75 includinQ ratiurn postage ol Atari. 

EitpanEion kite a^eilable 1or tSi^ 

iBoldefum neceBsar^'l 


&erw 3 chnqutfii'Postai Ordert'BlarTipEd s.a e enquiries lo 

Sv FIT2JOHH, 4«, Lontilple Rond, SlAmford^ 
Un«. PES 2RN 
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Clive Savage brings you an 
alternative if you are cursing 
that cursor 


Do you want to enhance your programs by providing an 
alternative cursor? As well as a different shape, this program 
can give you a flashing cursor if you wish. 

The effect is achieved by using Player 1 and the Vertical 
Blank Interrupt and you should have no problems iti incor¬ 
porating the routine into your own programs^ providing they 
do not use similar routines. Note also that RAMTOP is 
moved down to provide a pmtected area, so be careful tif this. 

The shape of the cursor is determined by the DATA in 
lines 32664 and 32665 and follows the normal binary make¬ 
up of characters. You can alter this DATA to have any shape 
you wish. 

Using the routine is simple. Just run it and use the con¬ 
sole keys, START will change betw^een the normal or special 
cursor, OPTION will change the shape of the cursor and 
SELECT w^ill provide a flashing or steady cursor. 

Have fun! 


UK 32^iO REM K M K WK K M w w w W«WMK K WM MKMMMKIC MK 
VY REH » PLAYER CURSOR 

IM 32330 REM * by Ctioe « 

OP 32340 REM * -----» 

UJ 32350 REH * PAGE 6 MAGAZINE-CNGLAUO » 
UR 3230O REH Ktt hUWMt tHKWHm *WW WWWM W K-m i WtlMW 
EC 32300 REH M MaHiM'I"TWITTTT^^M 


5U 32390 
ZG 32400 
ET 32410 
ICS O I 
Vb 32420 
OK 32430 
UT 32440 
HO 32450 
RZ 32460 
CK 32480 
CM 32490 
bX 32500 
ur 32510 
5n 32520 
KZ 32530 
DL 32540 
OF 32550 
KV 32600 
ZT 32610 
41 

JK 32611 
KH 32512 
, 203 

UO 32613 


CURSOR 


REM M rt :■ iT:MJgMTiIIfEIilTl 

AIM BVTE$ £120) M = 0 

Z = PEEX«10&>-8:PCINE 105 , Z~1 ? GRAPH 
Z1=Z«256 

POKE 559,&2:P0KE 704j15 

? i? '^^YRIHG OATA” 

FOR 1^1 TO lZe;REAP 5:? Bf’U'"; 
OYTE5fI,X)=:CHR4tB) INEKT 1 
? t? "PAGE 6 OATA" 

FOR r=o TO 247 :reae> b:? o;","; 

POKE 1536FI^B:NEMT I 

REM 

K = USn CADR C8YTE9) , Zl) 

RESTORE 32664 
9 :9 “PLAYER l>ATA“ 

FOR r=a TO 15;REAI> B:? 

POKE Z1+1,&!NEMT 1:EHD 

DATA 104., 104,133,208,141,250,6,1 

DATA 7^212^104^133,207,141,251,6 
DATA 155,205,133,204,165,287,133 

DATA 24,169,8,101|204,133,206,16 


SB 32514 
03 

IE 32615 
, 204 

UC 32615 
, 204 

GR 32617 
105 

ON 32618 
3 

MY 32619 

45 

EA 32620 
QY 32621 
ftX 326Z2 
AM 32623 
62 

SM 32524 
LN 32627 
UN 32630 
OC 32631 
15 32632 
BK 32633 
SI 3Z634 
PU 32635 
Zb 32635 
NO 32637 
TF 3263S 
UU 32539 
HU 32640 
UO 32641 
05 

VT 32542 
03 

CR 32643 
RT 32644 
33 

CO 32645 
5U 32646 
BA 32647 
MG 32648 
CV 32649 
VL 3Z550 
RH 32551 
HY 32652 
NL 32653 
KV 32554 
lY 32555 
JN 32656 
JJ 32657 
61 32658 
TJ 32659 
HE 32660 
MM 32662 
NO 32564 
CL 32565 


DATA O,170,129,203,230,Z03*165, Z 

DATA 281,255,200,243,230,204,164 

DATA 196,206,208,235,165,208,133 

DATA 165,207,133,203,24,155,204, 

DATA 4,133,204,133,206,169,32,13 

DATA 203,133,205,155,0,177,207,1 

DATA 203,200,192,8,208,247,169,3 
DATA 141,29,208,169,1,141,240,2 
DATA 169,0,141,255,6,155,203,133 
DATA 205,155,204,133,206,160,0,1 

DATA 6,169,7,32,92,225,95,0 


PACF 6 MflCHTHC CODE DATA 


DATA 173,255,6,41,8,200,33,169 
DATA 1,44,31,288,240,17,169,2 
DATA 44,31,206,248,13,169,4,44 
DATA 31,208,248,9,24,144,9,76 
DATA 192,6,76,215,6,75,147,6 
DATA 169,8,133,77,173,255,6,41 
DATA 4,240,18,165,20,200,14,173 
DATA 253,6,73,3,141,253,6,141 
DATA 29,208,76,205,5,165,85,18 
DATA 10,24,105,47,141,0,200,165 
DATA 84,10,10,10,24,105,32,133 
DATA 205,150,0,135,177,207,146,2 

DATA 192,0,268,247,155,285,197,2 

DATA 240,15,169,0,150,8,156,145 
DATA 203,192,0,208,249,165,205,1 

DATA 203,173,255,5,41,8,248,16 
DATA 205,754,5,173,254,6,208,0 
DATA 173,755,5,73,8,141,255,6 
DATA 75,98,228,32,229,6,173,255 
DATA 5,41,2,200,15,173,251,6 
DATA 133,267,173,255,6,73,2,141 
DATA 255,6,76,98,228,24,173,251 
DATA 6,105,8,133,207,173,255,5 
DATA 73,2,141,255,6,76,90,228 
DATA 32,229|6,173,255,6,73J4 
DATA 141,255,6,169,3,141,29,208 
DATA 159,258,133,20,76,90,220,32 
DATA 229,6,173,240,2,73,1,141 
DATA 240,2,76,98,228,173,255,6 
DATA 9,8,141,255,6,169,18,141 
DATA 254,6,96,0,83,58,155,0 
REM ■ iTHrWJillMijM 
DATA 48,0,8,72,72,0,0,48 
DATA 120,72,72,72,72,72,72,120 * 
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HtPUT/OUTPUT 

. ripm DiN} JT.JW? 

*i4il3i(n {S pif\ nfN^ 3t.SSi< 

*jumA0 OUT . l.OV OCptmit IS} ptmli, lOKtrfif^ 
*tfSSOM 1.0V DC tutu to pmi. WiAm 

* ntaoHbf J OV aC. fS fiffib 

'* immo jTJWtfJW.. t.OV DC, W cAm 

* jnwie ivftrijtiHtjKfn fwtr » fSHz 

'* sumo nrMati jnn rate. nSKHi 

’iy/K SVDC{tCtH^tO^}3.J>Cphm 

* moittin/am r l m l ftS^StC, 36 to 1^,306bMutt 

*ik}06yMk . , eSOKbitiet 

" . ti3 uumi* 

T^ndini AUrr iOnrj^ttirt 
i AfiKhnf AUfi anvwctof 
igSKc^Mcity 

* <wtptd fsSOST-rfht} fa^TV mo 


(W* 

'*' /IKKjaO’ . 

'yflyWit* . . 

poft 
ftfsA 

OPERATMG SrSTEm 

* TOS mift G£V iH ™>M 

' Mdtwfvbifis} a/9 ttateOJi"! <tdih 
anb OifmctQf/asMntipria nmmfm 

* ifsmr /nfbfimcm ¥iM G£M. wilf\ adff 

tTpttflittuy 

^ inzjJtip/9 miadawa * kuma 

* w/ntJow rasizuw. fw-poatimnino arni rritirff 

* amp down (t&i4Pt9d tty JtwaaJ 

' GfW i/ifitiMt drnvicd 

GoamumcjmoHs 

' R^SSTC atfidf tnoddm pari 

* ff-Wr pmrmUv/ prifTtv pcrrl 

* UHjy/ fion (a/^ fpf nmtwofliJfig aami 

* VT32 Iwfmrpw/ amuiat/op 

KEVBGiAMa 

* atanOara OW£ftTif typawr/tar i/pmtat 

aimA* ^ty* 

^10 funcr/prt frqn 

* U limy natnmflc krypad *- cuvk^ k*y* 

* vaamb/a acito-mpaai £ kdy tUtk raapOba* 

‘ ktyitpafd ptvifaatpf ryddpaa CRU CMfaftraaa 




P<3i**COdK 


_______ 

MEMORY 

* ai2iebjrt« (5 »st-m. fm) 

* 1'a£4KiirviM f;am Ihhost-f^ 

■ lOSKbytM AOM 

* 12flKb/IU 4i14l'ih*l ROiW t^ption 


ArtCHtr£CTVA£ 

' klotorola fiSNK Oarrtra/ 

Ltp/t /CPUf wttn M clpck spopd of BMHi 

* tB t>Mmaitrti4ttill*Mibua 
3^bft iPtmmal Oat* bum 

' p4-iib adtimaa bcsr 

* B-rS^ b/t dato a ^ddnUA 
' 7 fryafm at /.nt^m/pia 

ibgfrt/Cfkbnr 

* 14 adt/raaauif tnodtt 
^ S data lypaa 

■ DMA iDirwct UsmofyAccmaa} 

' Ji##/Itot^ j# stwiriinrf 

GRAfiHiCS 

^ hr// bil-frrappaif dtaplay 

* p«A«4^ eotaora 

iMw Atari Manttarm fprt J HHGf. 

' S**V'4l3(? fttart maoH/tiop - mpnac/puma 

* 540*700 nttOiam fwtah/tiPr} - 4 colopra 
’* SSO^XO tow /aaatpttbn - 15 fpitSH/ft 

' A? Po/itfTtn last Orspldy (40 mil tow /maf 
iMPODpiPaamfni'iopSSOt: 

^ B40*XCt nfadtii/T) ratidirilpp - 4 tPAtpra 
' XO’lOO law fpaoli/llart - Jfl cofoara 
^ 40 caluOHYm ir tSbt t4nt tfitp/ty 


jOUfVDAMDJMUtS^ 

J pno^rwntoaOto tpvpii 

* fm/jaabcy proatBrrsmabia JOt-tr ■ ITSKHt 
*pfpgfarbtjtatia vpioraa 

'mb* a Oynafsiftpn\i44oft9 tttapirYff 

* jj^TSVnmfTMbto attack^ ttaoay, aoatatji, rylAMt 
■ Utjiietl /r^immant O/aiiat inlartmca (MIDf) 
*Mtfyt aSlowa ^ppdtpltpn dt trAibbarvam etc. 


ONLY FROM SILICA 

Fwllv, thww’k I (Mucinal >«iiTipvi*r ilbtl rioi pnly Tphm prpbiHnc Ilka athar convuton, but iImi solki*ii 
Ik* V4 pfubtom RiBtPthar DompulM h«rii"CnH4wk AnaNtaUVry. S^llu Sh^ Artii^tMnd Bp p'went lt># 
Sf rtr>pa ol p4VHA|d>tii«in*W cwnputan. iriHTi Atani. The ST wai daugnad ubiiilng Ha BK4<)I; 
t'BrttrvTHjghi In HmcdnAjclor lKhiv>logy. p^oduCirKi 8. parKnuil EDmpulDr lhal parfarink liifej wHli 
ptiti. Wtach maani H cdili laaa ba miki. And laii ip b^y Th« lUHt 3T bonipuBn dow VKludt 
In ppw^r tvppliH And bt^ In dirt, drrem. Tt>a tdS cfMrillrip ayuam and QEU aMvddH afwii^j^|UWl^ 
an nnw on ROM cbipy wbicA .yr* RUHdy iniidllAd in 1l>v ST kaybcard. Tlili aniblH lUHHnailc ■nkinl' 
brtatu wttan yop iwvich cm. Silica Ehdf) ar* plaAwa ip bnti' ita cpmpWa Atari ST langa. Our mall Hdar 
blfMABAAnB if iMubM in SiPcLHi amd w* hawi 4 nalall bi^lalv <( SUbuip. 0<|binii4Dn. Lion Houia 
ITcflanturn C<hA Hdl and Setiridsjn. iCbdard SlraalJ. wa :hBM algM yaara aapprlfn^pr A|ffl 
longtr man any i?dh«r UK vrij Bra wvU mtaUialwd be lha UK's No. I Akan ipaclillal. Witb i 

fiiCmp b^npvar cF E5 mllllDm and rt aawia Qd Tfl tuir. -pi 0‘Ofyie unbaalatila aerHlca andl luwwt Wa 

pmddi ito^iai lai^rtiBB vfacti you wrt iind Invaluabla durmg ycuir Aipd CVnp^HIn^ Ilia And mPai rH IThqb 
licimiai ana auaUapla omf FKQM SlUCA. Wa -iuiiBSil 1lur1 ynu naad Ibraugh adiat htva ip glBir. 
baPn YDU dDoda ‘artwo' Bq punchaia yopr .Ali/i ST 


FREE STARTER KIT- Onfy From Sitica 

'dAto‘-|rtnu purchnaa any Aun £T kj*|Adand. yOw yfiirnol i waa ^ u Ihabmi vwIub tor imnav cdmpalar 
CA thp mifkat but ypu aNI bIbd mceiH- Itie tallDAlng Ircm Atari QqipdiiaeA tt pan Qd IbA ukAEkauB: 

raastc ianjuitfa fliii ‘ BAS/C Mar\rat ♦STOwimWamiaJT ^ TOSyOEU on OQU 
tl y4u buy ytnir ST iram SMIcb Simp, yoir uilll aliq rpppnf’ 

'AAFCktAycnip-putopj'grvbida ^srognm ' tat Wont - Wont PmtaaKy 
[n addibon, we il Silica wpiild Hta Ip wa jr4v flM bif to a Hyuig aEad anlh /nir naw campubar, an wa hiM 
iu l«g«rti#i Atpacai ST STARTER lUt wnrUi oiw Eioa. which wa ara gliing pwAy FRET OF CMAROt 
w« wary ST cAmpubar pn^qhafpd « pur nOrnto ralail pricai Thla hit la anwlabla OMLT FROH BIUCkA 
irvd it -Amri at prdVKlInD ■umi adlh a luhjibrt Mrpductton h ih* wsrti UF cwtipuling. We am- CDritirwmty 
icgnding lha ST SiAAAf Kit, wllkiK ponEauia public duniln arid Hhar lloaniad ^tCMart. H- H. bddkA. 
■*B{iKin« and accaunrlaB aft ralairtnl to ST -MAtouBtofi RfIu>i> Itw coupon balow tor ti>H datallL 

DEDiCATED SERVtCfNG - Onfy Frum Silica 

At Sitoi Shop. Bf hart a daXAIi A d Mrwv dapatimanl ol -live lull birta Atak Iralnad lachrilcal |ulf Utli 
Mm la tpiBlIy dadlcalad in aamilclng Atari i^ornputor produrt* Thaw accumulalad ki'aadEdga, iklll and 
axpaiiAriU mahac iHcm Eacond 1 d npiia Iri Ihalr llatd Tpy Wi b* twi* ih«i Any wodi cvrlnd cut by thBm 
taed-lhd hlgliMi AlAitodnl. Aatandla'd ni aaiylclng which ara ballart ypp will nmd OHliT FROM tIUCA ![• 
addlUnn to prqaidlngi lull HiVidirTg Fapahim lor Alari ST compubara (both In ml pul pi warranty), 

Irtm w ilH able 1p oHar manury and MMkiltibr kd^jpAdn- to ST compulani 

TMb HAH liPCnAfkC: Our upgrade pn lha tundlB<d AEfen MAST-ki nr qMST-FM kayboanl wift 
iKuaia 1h4 htompay Frcfn Sl£K 1n a nuialna iaZ4K. It hat, a toll 1 yw MirAnty And ia aWtolito Irxim 
Sifeca at in addibcmil iWAll prkw bl only fH K |+wkT - £1(KI|. 

TV HODULATCkH |.iROnADC: Silica can upgrade- the lOAO-ST F to Includa a TV rngduIttoF td 
IhH you can thon uh H Blch your TV aai. "nhli ia iii iruAiTial upgrade and daec not uiwoha any urdldv 
-aulAiiAiJ bdaei A odbla In connscE ypur ST 1b any itomHttc. TV li InqAudtd iA tha prtoA Pi lb* upgrade 
wirch b nnly C44 |ln£. VAT} Th* upO'*^ i* Mo arrailable tor oariy DinSt compuban ,a1 tha aaiM priea 

THE FULL STOCK RANGE - Only From Silica 

W* Aim to beqi ilbcki cd all Atari naiiksd pradM^tk and dvr ■♦lAitouae smoloa a atock oi Cfi nMon. WA 
Mporl manywAiwarA bliaadiroci horn (he USiA and-you will hnd that era ha la nyB relaayai In-AdrtncftPl 
rniny -A Psir compelltpn. LJhIlka daalar* wtig mAy only AtoCk Evtoctod MIoa we hin kho tirt range In 
■ftftaiOh. M Ctory a cprhplBlSe hne of all bookE arhich have ibMn Bjidah ibdul Ibe AlArl ST. .A rapigB ae 
wide Bi oun la acmethtog yOv bM lihd m BnMble ORlV FROH Htx:A 


AFTER SALES SUPPORT- Oniy From Si/ica 

Rtel aoHirad lhal Bhan y«u bvy yOui ST Irom SdicB Shcp, you will be lully luppciiad. Qgr Iraa maiAmgA 
girt n*wi ol nt ia iai and dauatopenanta Thia will baip |o anp you iulky 141 to dale with whjil hapawnlr^ 
In lha Abu-I mAten. And to addilton, our uIh alatt art a* th* airt gt a Ukidtono Ihoe I0 oerwoe d of your 
Atari naqiwramania. (f you purcbaea an ST rnm Silica andl arould Ilka tny progrtMmirig bt laCbnicBl 
KhKB, aa hart a toll limft lathhIdAl AupikwB iBetm Id halp -you get lha IweI btipm your cpmpuiar SattuM 
ba rtv* both If* ibatf and tha ayibamp apKirtgaMy nledicaled Id prnrridtog attar lalaa lervica -on Atari ST 
waipuBtra. w* ira cbntldefd that 014 ui«n anyqy an •■cagiioriAlly l^h toyel nt pjpparl. Thia can ba 
mcilrtd irnTFROM HLICA. 


FREE CATALOGUES - Only From Silica 

A1 gillcA Sbop, we rwognirt that sorioui uian raqiulnaan in-dapih rtfpiBtaliDri eervica, which ie why we 
nwl hH niBaliitara Ihd bribe iiiti. to our ST owoara^ Thau are up to -4S pagaa tang arid art CiVnmed 
■ilh lecTitiwal detillE id araft aa apa^lil ptTfaa and product deaonpllcni. tt ypu haw aJrtady purcltaiad an 
ST and wthM Me to hwra your name added ba our mailing IIM, pkaa iA complato Ibe coupon £ -teaum it to 
ua The Intoimibcm wnbga ia artllAbto OHUf FROM SlUTiA 


FREE OVERNiGHTDELiVERY- From Sl/fca 

Mdai are proca»Bd Ihrnjgh bur coinputar wlibBn 34 hpurt rA receiyviQ uieni. Mbel hardware 

or^ are Hrt by na direniigM METRO courlar Hrmce FREE DF CHARQE tq cullpnvara -Biibin 1h« UK 
Tbii matood helps to enure minimum delay and maairrtirn piolecbon. 

PRiCE MATCH - Orj/y From Siiica 

Wt bflpe Ibet Ih* combiaiilton of our low pri«*a. FREE UK daMrtry eorvme. FRES Starter Kit and FHEE 
atorr aalai. tupyuil. will bvenpugh to make you buy your Atari aRvIpmabl horn SkiArt Shop. H hbwevea, 
Hnn 11 Ecmathing ygu ■lidbtopijrcbeee, arid you IM pna cd njrcnmpelltoraolTeiwig Ral 1 IpbAt 
I rtn pMu CHiAeol pur lalaa daparienaat. prmidwtg ua wdh nur cwTipebilnr'i name, addreu. amd 
laHpttoria niKrtwr li our compelltar hai the g»da in aioea. -m will notwwliy matoh the nAtaf {on e lame 
piodoqt - tame phce' bene) -andl aH pr-oalda ygu auh Pur normal hAa diAntry. WA toalrie thAl we ern nal 
tht-only Dumpany who will -mABch A Domfiebtor'i price. Hnwe ve r, H ydu C«ni4 ID ijt t^ A IKlU iMIlAb, you 
Ml aiio be anililed ip ggr iRpr attoa. Aaorace, IncAidirig tree nawaiatteji arid iechnrtal tuppPiT Thit 
i»*i« ihir pncB mabch pronua rittw tp««i4lt. awajhtog you will rooera* OtiLy PrUH ILKIA. Wa donl 
dim ydu Ie go Anywhere aiae lor ynuf Atari prorticb Sq ihop at 5*6*. the UK a No! Atari Specmlial. 


SIDCUP (& Mail Ond^O 01*309-1111 

1-4 TffB Mews^ Hattmfwy Hoad. Sidcup. Kent, DA14 4DX 

LONDON 01-980 4839 

Lion House (Ist floor/, 227 ToSenham Court Hd, London, Wf 

LONDON 01-8S9 1334 wt 3677 

Setfrid^es ffSt floor), Oxford Street, London, W1A tA8 


t D» 


Do ]NHi Jt i irf y qwn ft cwn m i to f 

H H, «Mch gup ^ VW ^rt? 


■'precyston 

* J DLlfllCVi cwiVrftf 

' Aw with sposT-Fuyioais. 
rK>h altp !aa5 mattan aenaar 

* rwFTCrtilite Pftff Ahr t4*y ctaaiUnf 


smmmfmsoFTWAfm 

■ {rtaAiWi ♦ TIPS pparmtirtg ayvApwi 
** ST aASIC trttmrpfmlmf/fabjipiape ayataai 




Mi/Mre/MK 


Surname: 


Adchness: 


520ST-FM 


1040ST-F 


The aRordabilhy ni AinrI corriputert If reRedad Ih th* <A thp 
5?tl€T-M aeybiMd. which laa mre E25g IVu: VAT] Tihli vantoai ol 
tha ST cornae with S1.3K HAH. be wall ae i modulator arto Md Ida 
dirtCt d»Vi4«Mii 10 any ddiWHito TV Thp prig* dUH apt IngliMt a 
mcHiaa. In addhlofi, uKian wqu buy ycur SSOST Ml Irofn SUIca Vpu 
fM Bisd rocelve the FREE Stoia ST Slartor Kir. Duririg 1MJ, many 
fdRwire hikuBeB will bP produbirig gamdA edklBarA gri ROM garl- 
ridgat, which pill plug dtraghy Into ih« -carirldga *lg1 on Ih* fiaoST- 
M kaybcard, gwlhg mitanl hiedlng wlthoul Ihe iHparH -oT purchaimg 
I diik drive. With lha fhormaua pcmr dI the ST, ypti can eapoci 
Fome eaceHsiit liEM to be pvoduCAd. toaking ihiA lha uiliHH -gamca 
machtoai |i youkrtpuirainahi iaidf ■ btiminai. than |ha S^DST-Mean 
toltlll ihli r-dli bob. bjeadi are available lb conned tha ET to. a variety 
bl mbhllcva, Bivd mth tha Imimmril inhodupctln^ of torminal AdRwArt 
Ah ROM cftHftog*. lirt ST prgvfdH I Ipw p<>C4 torminal Ipf bvtinaia 
uaa. If you wlpli to bake Idvinbepa of tha maulva ranga of diak 
EdlhnuB Bveaible tor Ihe ST lanm you will naeci lojturcfneB diak 
drive. AlArl hart tw4 lloppy rlitk drirti •vAitaPta. 4 4 Mbyte medal 
-Eiaa efKta 1Mbyte modfl £1RR Full dataMi of dhatw tftlvai. ai wall 
IE the Alin ZDHbyte hard rhak aiw amiable on lequeet II roquirtd 
alA laito dHe.lltoWKrtM rnpy bapuKhrtad aaparalply 


T-ha SZDST FUwldi 51ZK RAM arid hrea irmida, rapnaenli. e lurthar 
braekthrough by Atari CoiporilHh in lha world dI high pcmr, low 
-ddil peiapnBi C^npullhg. Thia mpdAl M did lAtHi addHiCliwrha 5T 
fuefty. and Ip hpi lyriy powarlul, bub -uompacH. M la prloed at nVy 
ESBS (me VATI a laval which balnga i1 wilhiri toa nach of a whole 
new genaralion of cdo^Bei onbiueleai* Whei> pvrdhaaed Itoffi ui. 
It ddrtwi. -with Ihe FREE SUtow S-T Surlar KIT aea pertgniiih on tha 
Ian. Tb make Ihe 5ZDSTHFM rtady tor iioe itraight away. Atad haw 
Itoiil Into ih« keyboard a i* magabyaa ddii dtirt Isr IntornMldn 
■tbripe and rabrievil, aacwlng you auy icceia bo Ihe i*iBelrt rarigB 
-ot diak beaod ecttwiiw which ia a>4dab>e tor 1lto ST Thia irtw 
enmpMar oemaa with all 1he ccmiact cablaa and cormeebooE you will 
need to plirg IE ilraighE into any ■tandetj domeelic totoMldn Ht. 
ypu- da net Iheretora hart to- porctiue an Alari monllar M you, dq 
requMe e hinnltor however Iheee are awMile iMh Ihe DZliST in die 
(f p wwig ntonoy athog pACkAgM 


3S0$t^*/t Haytsjafif WUhpal Monftov - fjtK 

$SOSt-FU MayrburP * m rhovto mcvvfDr - f<lM firto- ]/SAtf 
S30ST-FM X«yi}tiata t Ltmr rsa SiiOuf mObilOf - J:9M firw 
57O5T-rt05«ytifO4f&imtifnt»i9lXtwmx -WWfimebMTS 


B«)to« lha S3ogT-FM:iuia ita ewn p«wer itiaqatorTw puiib into ih* 
kayboard, than wtie nd meaiy akbetrial wdiptm to clutter up your 
daak apece Too era Ian with urily ona malna lewd, idiylhg boPi Ih* 
diak drive And Ifw cooiputn'. Ttru bOdIdhi'E tik fPr 4 -mort Afylith and 
-COrepKl trtit 


Fqr tha bMwnwtaMen Arid thA hiprt fefkM. horr* uier, Alan ha™ 
IfMir nuEl powerlUl model, Ihe 104DST-F with 1tlZ5K RAM. Thia Ipw 
boar pPwArhOuAe cam be inlrPduced mto a hkmrwea Bhvlionntenl aa 
a Alirvd alune lyibam, gr qap auppon a malntrama iCOrtputof H A 
iernunal. Tha TfHOST-F nrA only iHhjrH bwica aa mjch mamHy ea 
Ifto SiKIST-#M. biR AHd mdludea A rhota poinrlul budl-wi iHk drrve. 
ThA [tort iMtuiiid on the i-lwST-f ia 4 ana magnbyt* doublt ahfad 
inodel. the akin mAiMiry lecnity df Ihe 1-114(1^.F aiakia It ideal tor 
ftpplw^lDoi auch aa large ditabaaei. or apraadahaabi. Lika the 
$^^T-FU. Itto lltoDST-f ht4 4 nuiito Ertriitormef btnH into the 
qqnioto to girt a cqinpacl and Ityliak uhi( wlm ar4 cna ntotok taad. 
The lQ45Sf-F bi liiri liiprftel Iram SiOea.Shqp wlih a Irta Hfcwfrt 
package and 'ST STaHTER Kir. In Ihe Ihw 1[HDQT>F hu bean 
aoto -BRh a TV mpdiAMda lik* ttia S24ST-FM. Howortr. far lha UK. 
marAet, Abial iri nuruMqtuttng |ha lOieST-F AOMy wKh bwtirrtaa 
uie -In mind and d doaa rnb currently includa an flF mpduliADr, ihla 
iBpana Ih4l you c4nnol ute il wiih a domeallc TV iSilica ShDR dn 
Dttor e modLilator upgriiM fer only t4(l), Th* lOIOST-F Aoybbardi 
CDfle bhly IAS'S line VAT) endr unliia a modulalej- 
vpgraba >4 llliad. wWi require am Alari or tterd party mordiDr. Then- 
are Ihree Alirl mqniton preilAtili and IN prtota Irt lha 1044 whh 
Utoeu- momlori am aa rPAdwi. 


f«l(ISF-F Kaypewra WthPuf WvtoBf - £ppp (/fx 1/AJf 

TlMSf-F Keyboard -r Hifb na eKUKi' mtutiiar - rt** yAip VRTy 

TlHCisr-F Aarbderp a Liwef cof mprwtor 'ETH^iyicboiTy 

TMaSr-y^Keyboard + Uauf re* ppl jnpfifier - AW I'Anc VAT} 

The IMiST-HF oomea wiiti a oiduh ccmlrDllef and Inclitou IMbyia 
Df RAM K fiftl A 1 Mbyte double Aided dltk drtrt add maina Inna- 
iHimr, both bulU Inbq th* haybderd to girt a ewnpaa and HylM 
unit, -wflh cmly ana mAtna lead. 


Toe Silica Shop Ltd, Dept dl2a7, t-4 The Mews. Harthsrioy RokI, Siktcups Kirt DA14 40X 

PLEASE SEND ME FREE LITERATURE OH THE ATARI ST 




























The THIRD GENERATION of Jeff Minter's unique LIGHT SYNTHESISERS 

- MIND/MACHINE SYNERGY - 


COLOURSPACE: allows the user to create dynamic, interactive light displays 
using the Atari's320 x 200512-co!our graphics. Do it to music... your ears won't 
believe your eyes... 

COLOURSPACE: mouse control, over 100 keyboard commands, compatible 
with NEOchrome images (for foreground and background displays), 20 presets, 
84 definable Mghtforms, record mode, load and save of performance data from 
disk. 

COLOURSPACE: raw 68000 power harnessed to create a completely new 
artform... the first true light synthesiser... play light like music... 

COLOURSPACE. Discover why you bought your ST. 


NOW AVAILABLE at £19.95, from retailers of ATARI software or direct from 

LLAMASOFT 49 Mount Pleasant Tadley Hants 
Tel: 07356 4478 

SEND S.A.E. FOR CATALOGUE NEWSLETTER 
















